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This rugged and mighty off-road i*, u V ^ ui» ^ 

behemoth can conquer any terrain. Well balanced off-road ability and on-road 

handling keep the Jeep in every race. 



Land Rover ” 
Defender 90 


Chevrolet” 
K1500 Z71 


Quick and agile, this V8-powered 


import can negotiate the tightest Extraordinarily powerful and surprisingly 

spots due to its compact stature. controllable-a true off-road monster! 































Conquer The Worlds 
Most Wicked Terrain! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 




Four ways to race: SINGLE RACE, 
FULl-SEASON, CLASS LEAGUES, 
and MIXED LEAGUES. 


12 tracks test your off-road skills. 
Negotiate treacherous terrain as you 
battle for the checkered flag! 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


Unlimited replayability... much more challenging than your average racer. 

-PSExtreme 






: 1 - 800 - 245-7744 


KIDS TO ADULTS 


iM 


eONTtHT HATtD BY 


PlaySEarion 



www.accolade.com 


Test Drive is a trademark of Accolade, fno. ^ 1996 Accolade^ Inc. 
All rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Humvee are the registered trade¬ 
marks of A.M. General Corporation. JEEP and Jeep grille design 
are registered trademarks of Chrysler Corporation, U.S.A. and 
are used under license. ©CHRYSLER CORPORATION 1996, 
Chevrolet K-1500 Z71 and Body Design are trademarks of 
Chevrolet Motor Division, General Motors Corporation, used 
under license by Accolade, Inc. The Need For Speed is a trade¬ 
mark of Electronic Arts. 
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Maneuver around rock slides, floods 
and collapsed bridges in treacherous 
weather conditions like rain and snow. 



Race 36 world-class race tracks which 
feature off-road short-cuts and stunning 
"no pop-up" graphics. 


CONTENT RATED BY 




PiaySrfition 


Chalienge up to four players with split¬ 
screen and multipiayer link-up modes — 
or against seven CPU racers. 
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The Grand Tour! 

Pre-order now at any 
Electronics Boutique™ or 
Babbages™ retail store. 


In The World. 

Grand Tour Racing ’98 takes the world by storm, 

A rally through Switzerland. An Ind\-car coinpclilion in Hong Kong. 

An off-road e^'enl across ihe shores of Easier Island. Race the world over. 
Join one of eight inlernalional teams in the toughest racing circuits 
around the globe. Speed through six exotic locales in 40 road-gripping 
vehicles in record lime, it's no wonder the #1 automotive publication 
named Grand Tour Racing '98 the official Car and Driver racing game. 



EUTECHNYX 
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RACING GAME 


It’s A Big World. Race It. 

The Race Begins September 1997. 
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EXNEUS: Page LA 

Working Designs does PS games, 
analog vibrator not for U.S. market, plus 
more online info from our bud, Zach. 

LXECUTE: Page Pb 

Plenty of big cheatin' goin' on this 
month with Wild Arms, Triple Play 98, 
big Ogre Battle strats and a bit o’ 
Nightmare Creatures walkthrough. 

EXCLUSIVE: Page 34 

Never*before-seen Croc shots galore. 

EXTREflE: Page 38 

Prepare to pummel or be pummeled 
with Fighting Force from Eidos. 

EXPECTING: Page 42 

Five times more power than any other 
preview section. 

EXRATED: Page bA 

Nine new games go through our rigorous 
product testing department... see which 
ones survive. 


This month's cover features "Fighting Force", 
a new 3D twist on the classic side-scroll beat 'em up, 
from Eidos Interactive and Core. Playing this game 
made me think about the recent good fortune that has 
come Eidos' way, and how quickly things can change 
in (he video game industry. 

Fighting Force began its life as a new sequel to 
the popular "Streets of Rage" series on the Sega 
Genesis — but for Sega’s then new machine, the 
Saturn, There was a lot of excitement surrounding 
the introduction of Sega's next-genertition hardware, 
and Core had taken a Saturn-first, PlayStatioiv-second 
approach to product development, as had many 
developers and publishers. Eidos, on the other hand, 
was just a twinkle in the eyes of Domark, US Gold 
and Core (the three companies that would merge to 
fonn Eidos Interactive). The table was set, Sega was 
riding high on its 16-bit success, despite recent 
setbacks that included the ill-fated 32X, Sega CD and 
Activator (Doohh!), and Core was confident in its 
new 3D engine. 

Funny thing happened on the way to the cash 
register... Sega went deep into the tank (one largely 
of their own construction), where the company .still 
resides. Sony started selling the PlayStation, then 
promptly began to sell more and more of them, and 
Eidos and Core found themselves with a little gal 
named Lara, and a big adventure called "Tomb 
Raider." Although Tomb Raider was produced for 
both systems (it, too, was originally developed with 
the Saturn in mind), PlayStation software sales far 
exceeded those of the Saturn and it quickly became 
apparent to everybody involved that the future was 
not with Sega. 

Lost in the hardware strategy shuffle was the 
game that was to become Fighting Force. While the 
details of the transition are sketchy, Eidos and Sega 
came to a parting and the title, which was probably 
20-30% along in its developmeait cycle, went 
PlaySUrtion. Eidos recently made their console strategy 
much more public when they announced, at the 
recently concluded Electronic Entertainment Expo 
in Atlanta, that "Tomb Raider 2" would be PlaySUttion- 
onty. What is really interesting about all of this is that, 
before the formation of Eidos Interactive, none of the 
companies that would become part of the merger were 
doing well, financially, and Sega of America were 
the newly-crowned kings of the interactive 
entertainment world — going from a market share 


of 3% in 8-bit to 50% of the 16-bit market. 

In the blinking of an eye, Eidos vaulted into the 
upper echelon of entertainment .software publishing 
and Sega of America found itself back in the po.sition 
of market outsider — this time not only losing to 
Nintendo, but to Sony as well. 

For education's sake, we can look at the mistakes 
that Sega made and, as PlayStation owners, hope that 
Sony doesn't duplicate. What did Sega do (or not do)? 
The most obvious answer to this question is that they 
made fools of their user-base and asked them to make 
unnecessary, and expensive, upgrades. The three 
peripherals mentioned above retailed for a total of 
approximately $600 — each promising to make 
Genesis gaming a richer experience... not! Les.son 
#1: Never, never divide your in,stalled base — keep 
things simple and focus on delivering quality software 
to the marketplace. Lesson #2: Focus on making 
games, not "franchises." I remember when Sonic the 
Hedgehog was first displayed at the January, 1993 
Consumer Electronics Show. The game was 
technologically advanced and exciting. It was pretty 
obvious that the title had what it took to become a 
hit. It did, and Sonic 2 became even bigger. The 
problem was that, somewhere along the line, the 
product cea.sed to be as important as the cross- 
promotional and marketing effort behind the character 
of Sonic. I knew something was wrong when Sonic 
was on little boys' underwear and featured in his own 
Saturday morning cartoon series. The subsequent 
products quickly grew .stale and the franchise went 
donnant. 

Anyone seen Sonic on TV lately? Sucked down 
any Sonic ''blueberry"-navored Life Savers? It’s 
simple, really — make great games and great games 
sell. Any succe.ss in other media is merely a by-product 
of doing well in the gaming world. Stop selling games 
and the cash register .stops ringing. It's funny, because 
one of the gaming media's criticisms of the PlayStation 
is that there is no character that is the focus of Sony's 
haidware branding strategy. Look how well it worked 
for Sega... here today, (nearly) gone tomorrow. And 
this brings us to my final thought. La.sting characters 
mean very little; quality .software means everything. 

How does PlayStation continue to succeed and 
avoid the problems that have befallen its competition? 
Make some great games, ilien make some more! Enjoy 
the issue... 


mfem 
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First aid for fainting 

* Act quickly to prevent the victim from falling. 

* If possible, have them put their head down or lie on the floor. 

* Loosen the victim's clothing and wipe their head with cool wafer. 

* Do not try to revive the victim by throwing water on their face, 
shaking or slapping. 

* If the victim vomits, quickly put them in the recovery position. 

















As the victim revives^ offer reassurance. Remind 
them that even the best gamers end up sucking 
face with the cement sooner or later. So whether 
it's Deathtrap Dungeon^ Tomb Raider 2 or 
Fighting Force, be prepared for the inevitable. 
And never administer any first-aid to the victim 
without first saving their game. 


eiDOS 

INTERACTIVE 

You’ve been warned. 


www.eiciosinteractive.com 
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You’ve been warned. 
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Dear PSExtreme, 

First off, PSExtreme is the best mag out there. 
Now that the butt kissing is out of the way, 
let me start. The PlayStation is the ultimate 
gaming system for people of all ages and 
backgrounds. The graphics are great and 
it has the best selection of games. But I have 
been disappointed with most of the sports 
games, even the vaunted NFL Gameday '97. 
See, what I think most of the sports games 
on the PlayStation lack is fun. Let me explain. 
The games are extremely detailed and have 
in-depth realism. But what is lost in these 
tilings is the simple pleasure of playing the 
game. While you are scrolling through the 
detailed playbook trying to analyze what type 
of blitz to run, are you really, really enjoying 
yourself or just trying to fulfill your life long 
dream of NFL coaching? Although I haven't 
played the latest basketball games out, I have 
played both VR Baseball '97 and TP98. 
Although these make a little more of an effort 
towards the fun factor, they still are 
somewhat disappointing. I suggest to all 
game makers out there that, for the average 
fan, they check out two old titles. The first 
is Tecmo Super Bowl for the original NES. 
This is, and remains, the ultimate football 
game for its detailed stats and simple, fast 
play calling — combined with great, simple 
gameplay. The next is Ken Griffey Jr. 
Baseball (the first, not the second) for the 
SNES. Although it lacked an l/CLBPA Uscense, 
it had the ability to edit players and offered 
fast, exciting games in season and World 
Series play within a time frame of 20-30 
minutes, while still providing player stats. 
It wasn’t a great simulation, but one of the 
best games of all time and I still pick it up, 
outdated rosters and all, four years later. 
Both of these games provide what most 
average PlayStationers are looking for: fun. 
As always, keep up the good work guys. 

D/like Basso 
Stockton, CA 

We'll have Eric respond to that one: 

You picked out a couple of aB time classics 
— and m add one of my own favorites — 
Super Baseball 30B0 for the Genesis (and 
NeoGeoX Why no fun? It could be that all the 
publishers are going after the "^eveiything 
Se the kitchen sink'’ simulation mentality, 
thinking that a simple to use, quick playing 
sports title won't make it in today’s market. 
Well, here are two votes that say they’re 
wrong. 

Dear PSExtreme, 

Hello, it has been a year now that I have 
owned a Playstation, and now a year that 
my subscription of PSExtreme has been 
fulfilled. I want to thank you for your 
humouristic journalism and your dedication 
to gamers, such as myself. 


Okay, now onto some news I have come forth 
with. Recently, I received the July issue of 
PSExtreme and in the EXPORT section the 
Tobal No. 2 article lacked some vital 
information as to why the game is not being 
released. Well, with my own investigation 
I have gathered quite some hard information 
relating to this " lack of game" with such 
obvious extraordinary gameplay and 
graphics. Below, I win include several reasons 
to why the game is not coming forth in the 
American population and give my prediction 
of what may happen. 

hi the July article of PSExtreme, the following 
was stated: "A strange and disappointing 
decision was recently made to NOT bring 
Squaresoft' s high-resolution masterpiece, 
Tobal 2, to the American market. The official 
Square/Sony line is that there is too much 
Japanese text to translate (presumably in 
the Quest Mode), making it next to impossible 
to localize and release it in a timely fashion.'' 
My conclusions show a clear, distinct reason 
to why this game is not being published in 
America. In several Usenet discussions, most 
of the translations have already been made 
and this " translation problem" stated by 
Square/Sony seems quite contradictory 
considering the amount of popular support 
for this game. We win get to my reasons a 
bit later, but let's take a look at another 
intriguing piece of the puzzle stated in the 
same article of PSExtreme: "As a bonus. 
Square has programmed the game to utilize 
Sony' s new analog/force feedback pad (which 
is currently available in Japan, but won't be 

released until September over here)." 

Onto my conclusions: 

Now, news being reported from anonymous 
sources at the E3 show states that the Analog 
Controller is now under several revlsements 
for the American release. One mqjor revision 
will be the lack of a force feedback option. 
The major reason for this is because of patent 
conflicts considering Atari's previous claims 
to an internal force feedback mechanism. 
The other option will to house the motor 
outside of the controller, such as the N64's 
controller. How this will be done, is still 
unsure. 

The following information will contain the 
patent of the "Shaker Control Device" 
(obtained from the United States Patent Cffice) 
patented by Atari: 

Shaker control device Inventors: Loper, HI; 
Milton H. (Mountain View, CA). Assignee: 
Atari Games Corporation (Milpitas, CA). Appl. 
No.: 674,076 Filed: Mar. 21, 1991 
Abstract: A device for causing the steering 
wheel of a video-based vehicle simulator to 
selectively vibrate during predetermined 
periods of the video sequence includes a frame 
which is rigidly attached to the steering wheel. 
A cylindrical electrical motor is mounted on 
the frame, and a first shaft is attached to 
one base of the motor and extends outwardly 
from the motor. Also, a second shaft is 
attached to and extends outwardly from the 


. . -i " : ' ! ■ ?' I i I 

Other base of the motor, and the second shaft 
is coaxial with the first shaft. The two shafts 
can be rotated by the rotor of the motor. Each 
shaft has a weight attached to the shaft. 
These weights are attached to their respective 
shafts radially as 5 nnmetrieaUy with respect 
to the axis of the shafts. One weight is 
attached to its shaft on one side of the axis 
of the shafts, and the other weight is attached 
to its shaft on the side of the axis which is 
opposite from the first weight. A 
microprocessor is electrically connected to 
the motor to selectively energize the motor 
during predetermined periods of the game 
sequence. When the motor is energized, the 
rotation of the weights causes the motor to 
vibrate. The vibration of the motor is 
transferred through the frame to the steering 
wheel. 


The major differences for this patent is in 
the use of a steering wheel, but in patent 
conflicts Atari would have the claim over 
such disputes. Now, I purchased an Analog 
Controller from a reputable import dealer 
and the Japanese version of Tobal No.2. The 
game itself functions perfectly with the analog 
controller and the feedback option is noticeable 
and quite effective in the game. Current 
games in the US. that support this controller 
are Bushido Blade and Rally Cross. The 
reasons why Square/Sony have not went 
forward to publish this game are the reasons 
for the Analog's problems. The American 
gamers would feel quite cheated without the 
analog controller and the force feedback option 
already incorporated within the game. As 
in Rally Cross, the game is rather difficult 
to control without the analog controller and 
the game suffers without its counterpart. So, 
Square/Sony will wait out the release of this 
game to fix the hardware conflicts that the 
Analog Controller is facing. I believe this 
game is already under translation and when 
the Analog Controller debates (with or without 
a force feedback option) the game will also, 
perhaps in September or later. 

Thanks for allowing my two cents, 

Pratap 

While we are impressed with the detail in 
which you researched the Issue, we have 
to disagree with your conclusion. We’ve 
played the game and think it’s incredibly 
good and doesn’t need the vibration in the 
analog pad to help sell it. Besides, there’s no 
way that enough analog pads would be sold 
to be a factor in the number of Tobal No. S’s 
sold. 

Address all mail to: 

EXMAIL 

Dimension Publishing 
1175 Chess Drive, Suite E 
Poster City, CA 94404 
e-mail: d3@quake.net 

























http://www.playnnatestoys.com 
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MOK is a trademark of Shiny Entertainment, Inc. All rights reserved. 

Artwork and design © 1997 Piaymates Interactive Entertainment inc. 

PIE'“ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved, 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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WORKING DESIGNS 
TO MAKE 

PLAYSTATION RPGS 




It' s official, baby! Working Designs, 
the Redding, California-based com¬ 
pany, which has been expertly trans¬ 
lating and releasing Japanese 
role-playing games to the American 
market for over half a decade, is final¬ 
izing plans to enter the PlayStation 
RPG market in the fourth quarter of 
1997. Working Designs started out 
on the ISJEC TurboGrafx-16 system, 
and was the first third-party com¬ 
pany in the U.S. to publish CD-ROM 
games (for the TurboGrafx-CD add¬ 
on); they later published for the Sega 
CD, and most recently, the Sega 
Saturn. 

In one of those fancy press-release 
type deals, Working Designs said: 
" Due to the overwhelmingly positive 
experience we' ve had working with 
Sony on our first release, Raystorm, 
work win commence on putting [our] 
RPG expertise to work for PlayStation 
fans. The title of our first product will 
be announced shortly." (Raystorm 
is a spectacular shooter reviewed in 
this issue, and the first game from 
Working Designs' new SPAZ arcade- 
action division.) 

Victor Ireland, president of Working 
Designs, said," We' ve wanted to sat¬ 
isfy the PlayStation RPG fans for 
quite some time, but have not been 
able, due to tensions with previous 
administrations. However, the cur¬ 
rent group at Sony Computer 
Entertainment is quite awaj’e of how 
important the emerging strength 
of the American RPG market is to 
Sony' s marketing plans for the near 
future. In the past months, we've 
had very productive contact with 
them, which has renewed our excite¬ 
ment for the Sony platform. The bot¬ 
tom line is that PlayStation fans wllL 
soon be able to enjoy the award-win¬ 


ning, involving gameplay and witty 
writing that are Working Designs' 
stock-in-trade. Expanding our games 
to another platform amounts to a 
win-win situation for RPG fans, and 
that' s our primary concern." 

ANALOG CONTROL, 
YES — FORCE 
FEEDBACK, NO 

At E3 in Atlanta, Sony publicly 
demonstrated their Analog Controller 
for the first time. The device is sched¬ 
uled to ship in September with a low 
low retail price of $29.99. Sony also 
announced lower prices on other 
PlayStation peripherals: $19.99 for 
a " Standard" Controller, $19.99 for 
a Memory Card, $39.99 for a Multi 
Tap and $24.99 for an RFU Adapter. 
The Analog Controller looks pretty 
much like the Standard Controller, 
but has two analog thumbpads graft¬ 
ed into it. The thumbpads also work 
as extra buttons, since you can push 
' em down. A whole bunch of older 
games already support the device— 
Sony's had that massive Analog 
Joystick out for a while, remember? 
— cuid analog control will be worked 
into most of Sony's own first-party 
games (such as Crash Bandicoot 2, 
which played incredibly weU with the 
Analog Controller at E3). 

How, the Japanese version of the 
Analog Controller has a force-feed- 
back mechanism; when playing cer¬ 
tain games, impacts on the screen 
cause the controller to vibrate like a 
pager on steroids. But the force feed- 
bank ' s been taken out of the U.S. ver¬ 
sion, and is apparently going to be 
yanked out of the next revision of 
the Japanese controller. Sony of 
Japan might even recall the force- 
feedback units. 

Why are American controllers unable 
to boogie down? Depending on the 
rumors you hear, either the force- 


feedback violated a long-held patent 
by that most ancient of game com¬ 
panies, Atari, or Nintendo was threat¬ 
ening to sue Sony over the similarity 
to their own force-feedback device, 
the Rumble Pak, OR there was a 
design flaw which caused the force- 
feedback unit to break down after 
a short period of time. Whatever the 
reason, the Analog Controller ain' t 
gonna be moving. Bummer. 


□MLiME IJ!TH ZRCH 

We start this month 's website tour — what, li!<e 
you want me to go into the Usenet newsgroups 
and try to find any intelligent messages? I'd 
have more luck convincing my girlfriend that 
doing my laundry is a great aerobic exercise — 
with not one, but two sites devoted to Kerri 
Hoskins, a.k.a. the Pamela Anderson ofvideo 
games. (She played Sonya Blade in Mortal 
Kombat 3.)There's a semi-official Kerri site, 
www.aloha.com/-icon/kerri/html/kerri, htm 
Then we have Midway's official Kerri site at 
http://sonyablade.dragondata.com, although 
on the day I checked it out, nothing was actually 
up yet. (As someone who now knows all too 
well the horrors of maintaining a website, I'm 
not gonna criticize.) 

Next, we move on to the subject of the Game 
Shark, the cheatin' peripheral everyone has 
and pretends they don't. if you have ANY ques¬ 
tion at all regarding the Game Shark (can 1 
hack my own codes? Will it make my 
PlayStation blow up? Does it come In a teal 
color to match my carpet?), you'll find an 
answer on the incredible Game Shark Code 
Creators Club Website. I swear. Go to 
http:// WWW. htc.net/~briani/gsccc/ index.hfm! 
and be blown away. 

Last, but not least, a shameless plug for my own 
dorky website: Zach Meston's Bold (But Not 
Brash) Website at 

http://home.earthlink.net/~zmeston There are 
some really dumb articles and goofy sound 
samples, plus a picture of me looking like a little 
girl. (I hear you laughing AT me, not with me.,.) 


You can e-xoailyour thoughts directly izito Zach's 
brain by addressing your correspondences to: 

zmeston@denmark-c.it.earthlink.net 










































































































NEW SET OF LUCCAOE. 



m TO min 


www*foxi nteractive.com 


Pltj/SUtion 





Croc © Argonaiit Software Ltd. 1997, Afl rights reserved. Croc and Croc: Legend of the Gobbos are trademarits of Argonaut Software Ltd, 1997. ® 1997 Twentieth Century Fox Film Corporation. All rights reserved. 
PlayStation and the PlayStation iogo are trademarks of Sony Computer Entertainment. Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Lid. Windows and the Windows^® 95 logo are lh& trademarks of 

Microsoft Corporation. All Rights Reserved. 









HIS ENEMIES SEE A 
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rlelp Croc, the crusading crocodilg^^^ ^^|i|||||||||^^ ^ 

rescue his peace-loving Gobbo Islander friends from 

the grasp of an evil magician, Baron Dante. Croc must overcome obstacles 

like lava flows and castle trap doors to battle monsters including swarming sharks to giant bees. Each islond world brings a new 

adventure to Croc, as he hunts for powerful crystals and the pieces to the puzzle that will release his friends from the Baron's spell 






pm 





'um 











Free roaming 3D gameplay lets you go anywhere as you run, jump, climb, push, swim and jelly jump! 

Breathtakingly lush graphics in over 50 amazing environments including forests, glaciers, deserts, lava flows end underwater caves. 
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Source: NPD TRSTS Video Games Tracking Service • 9^000 ouHefe across the U,S. 

900 West Shore Rood, Port Washington, NY 11050 

The ratings reflected above o re those of Dimensiori Fbblishiog and do not represent the opinions of NPD TRSTS. 


































































SOME KILL! FOR 




Next GenefStiein 




P 


very cool 
3°D shooterr^ 

- PSExiteitif 


old on for twocfisted 


16 MULTI'-LAYERED 
ARENAS OF COMBAT 

contain hidden rooms and se 
a vicious challenge at every turn . 

TRANSFORM INTO YOUR Kll^^i . / 

ond steal their powers for any hopO ^ilityiva 

A FUTURISTIC WEAPONS AI^^^ 

housing the most lethal weaponry ever mode 

2-PLAYER SPLIT-SCREEN DEATHMATCH 
OR COOPERATIVE MODE ON PLAYSTATION^’” 
AND LAN/MODEM SUPPORT ON PC 




ID DEADLY CLASSES OF DROIDS each one more ^ THE ULTIMATE COMBAT CHALLENGE you must first 3- 

devostoting than the last ^ waste the enemy - then lake over iheir bodies and 

^ use their powers to (rush even deadlier opponents 

Developed by Eurocom® 

Lk^nf&d by Sony Compitter Etirerfttinmenl Amenca for use nvc!^ ihe PlaySfefion gome {onsole. PloySlolion ond ihe PleyStolion lego ate trademarks of Sony Cofnpuler 
Errierlatnmeni Ini. Windows Is a registered trodernark of MICROSOFT CORP. MACHINE HUNTER^^ © 1997 Eutocom Developments lid. All Rights Reserved. 
Design © 1997 PdGM Home Enterloinmertf Inc All Righls Reserved. Distributed by MGM Home EnlerlQlnmenl hc^ 2500 Broadway Street; Santo Moniio, CA 90404 - 3061 . 


EUROCOM 


Windows* 95 


CD-ROM 


3-D ENVIRONMENT WITH FULL 360° ATTACK MOBILITY 


AtitS 1 J 




PlayStation 






























All 26 NHL Teams and over 600 Players 

Plus historic WHL team logos and jerseys 


Proprietary Motion Capture Graphics 

Momentum-based checking and 
goaltender specific play styles 


Actual NHL Playbook-Based A.I. 

Team scouting reports by Keith Tkachuk 


Hi-Res Polygonal 3D Graphics 

Numbers on sleeves, names on 
sweaters and teams’ third jerseys 


Total Team Management 

Create, trade, develop, sign 
and release players 


Variable Player Sizes 

From mammoth defensemen 
to speedy wingers 


BREAKAWAY 



98 


The difference between winning and losing is in the details. Tape to tape passing. Penalty killing. 

Checking. Finding the five hole, Keeping your skates out of the crease. Line changes. You think our 
game should be any different? NHL Breakaway" ‘98 is a powerhouse of freeze-frame detail: from advanced 
coaching strategies to season and playoff stat tracking. This is a whole new level of hockey. Play it. 

































Fo^ more mfornnation on game raiirgsconuici ihe ESFIB ai 1-e0O'77l-5772. The NHL Shield is a regislofod Ifademark and NHL Breakaway a iradcnark q 1 Ihe IMnlional Hockey League Ali NHL logoi and the marks and [earn logos and marks 
depicsed herein are 'he properly of the NHL and ihe respective teams and may not he reprodaced wifhcet ihe prior written consent of NHL Enterprises. L P 1997 NHL AH rights reserved. National Hockey League Players' Associaiion, NHLPA 
and NHLPA logo are irademarks cl the NHLPA and are used, under licertsc, by Acclaim Ertterlainrnenl. Joe, ® NHLPA Nmeendo td and the 3 D 'N' logo are iracierrtarks ot Nmsendo of America Inc. © 1906 Ninicnde of America Inc. PlaySiai»on and me 
PfaySlalion logo are trademarks of Sony Computer Enteilaii>men[, ii^c. Sega and ^ga Saturn are tra<iemarks ol SEGA ENTERPRISES. LTD. All rights reserved. Windows is a req-sicred (rademiirk oi Wlicrcsoh Corpoiatioii,® 1996 Microsoft Corporai'iori All 
other trademarks are trademarks ol Atclaim Ehtcrtammenl, Inc. @>6 © 1907 Acclaim Eniertainment, Inc All rights reserved. Screen siiots shown were taken Irom me PlayStation version of Ihe videogame 
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CODES, Hlivrs & TIPS 


aPOWSOREO BY 


Triple Play ’98 


RosMallian Temple (end of southwestern road). 
Treasure: clearing in northwestern swamp, south of 
Nahwhal on biggest island, southeast at end of 
mountain road. 

Stage 4 (Lake Jannenia) 

Cities: Roshfallian Temple (end of far eastern road). 
Treasure: northeast corner, west of mountains. 

Stage 5 (Pogrom Forest) 

Cities: Alagoyas (end of nothern river on west bank), 
Para (northwest corner at end of peninsula). 

Treasure: clearing just east of middle mountains, 
center of eastern mountains, 

Stage 6 (Deneb's Garden) 

Cities: Anquard (end of road to enemy castle). 
Treasure: clearing in western mountains, clearing in 
southern mountains. 

Stage 7 (Slums of Zenobia) 

Cities: Kal Robs (end of northwestern island road), 
Palma Nova (end of eastern road near mountains), 
Roshfallian Temple (west on forested island). 

Treasure: end of small northern peninsula, end of 
large northern peninsula, southeast edge of northern 
mountains, north of enemy castle on forested island, 
near two trees south of By'roit along road, between 
southwest and southeast mountains on edge of world. 
Stage 8 (Island Avalon) 

Cities: Roshfallian Temple (ringed by four volcanoes 
near middle). 

Treasure: on largest southeast island, near south face 
of southeast cliffs. 

Stage 9 (Kastolatian Sea) 

Cities: Bipaoh (far eastern island), Fakarabh 
(northeast of enemy castle), Malden (small island west 
of Ma'Askaz), Pahpehte (island north of Malden), 
Pittokya (largest northwestern forested island), 
Roshfallian Temple 1 (southwestern island with no 
trees), Roshfallian Temple S (n.w. island at the west 
tip), Salay Go (island east of Fakarabh), Tokelau 
(small island west of Roshfallian Temple), Tongaleb 
(center of mountains at end of road). 

Treasure: None. 

Stage 10 (Diaspola) 

Cities: Ajan (southwest of middle, where dark and light 
mountains join), Anglem (at end of northeastern road 
in northeastern corner), Roshfallian Temple (east of 
Pelegue at end of road). 

Treasure: northwest of hidden Roshfallian Temple 
between two trees, southeast of single dark mountain. 
Stage 11 (Kalbian Peninsula) 

Cities: Chaos Gate (in clearing on northeastern 
peninsula), Zolmstein (large island southeast of 
Olesun). 

Treasure: north of enemy castle between mountains, 
barren island southwest of Glyng'bry, southeast of 
Qallstad in clearing, southeastern corner on second 
island from right. 

Stage 12 (Valley of Kastro) 

Cities: Chaos Gate (in clearing of s.e. mountains). 
Treasure; desert north of Allmata, desert island 
southeast of Geral Abad and west of tree. 

Stage 13 (Balmorian Ruins) 

Cities: Chaos Gate (far northeastern island between 


SEND US YOUR CODES 
AND WIN BIO PRIZES! 


Each month we’ll pick the best code sent in by 
our loyal and intelligent readers and send that 
person a brand spankin’ new copy of ASCII’s 
hot new RPG for the PlayStation, King’s Meld II 
(that’s right, n, the sequel is ready I) or, if 
fighting’s your thing, ASCII’s SpecializedStick 
(you decide). But wait! That’s not all: if you act 
now, we’ll also Include ASCII’s super stylish 
SpecializedPad for the PlayStation, for your 
contTOlling pleasure, PLUS twelve (12) free 
issues of the best, the first, monthly dedicated 
PlayStation magazine, PSExtreme, of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are ynu waiting for? 


HIDDEN STADIUMS: When you're choosing a stadium, 
press , , , , ■ Scroll all the way to the right 

to find three new ballparks. 

HIDDEN TEAM: In the exhibition mode, at the team- 
select screen, press , , , , . Go down the list 

to find a secret squad. 


A WINNER! 


Congratulations and thanks go to this month’s 
winner, Daniel Llamas of Van Wuys, CA. Dan, 
you da man. We know you figured this code out 
all by your lonesome, because you were the 
first in the world to send get it to us! Sony, all 
you other slow-pokes, if you want the goods, 
you gotta be good! 


WildAdmis 


music moDB 


Kudy 

HP 10 K/ 55 J 0 
HP 


Quill 255 
■ Song lasses 255 
Libra 255 
?Uind ifene 255 
'bOoat Doll 255 
Pouch 255 

t Force Uni t 255 
Mind dem 255 
*Orb of Power 255 
ISUise Slate 255 
[jMystic Slate 255 
Power Boos t 255 


OI ®VeRTUR6 


5TR 430 A 530 

WIT soa A 565 

SOP 10® A 205 
RES 154 A 254 
ATP Y 00 A S 00 
PfP 464 A 539 
HSR 22T A 2T7 
FKV 15» A 75* 
LUCK BEST 


SECRET STAGE: Enter the name and 

answer the tarot questions. You get to play on a 
practice stage called Dragon’s Haven with a bunch of 
high-level characters. Defeat the boss and you get a 
mini-ending sequence. (You can apparently also get to 
the Haven during the regular game...) 

MUSIC TEST: Enter the name and you call 

up a hidden music test. Press and to select a 
track, to play it, and to stop. Press and hold 

and to quit out of the test and return 

to the title screen. 

Here's a mind-boggling assemblage of info on Atlus' 
wonderful strategy/RPG. These tips were derived from 
the Super NES version, but since the PlayStation 
version is identical, the only thing that might be 
different are the names of certain towns. 

1 . HIDDEN CITIES AND TREASURE 
Stage 1 (Castle of Warren) 

Cities: Zeltenla (northeast island). 

Treasure: southern island, s.w. of enemy castle. 

Stage 2 (Sharom) 

Cities: Ellery (island north of middle), Fallsala (end of 
southwestern road), Roshfallian Temple (northeast 
island). 

Treasure: center island. 

Stage 3 (Sharom District) 

Cities: Lenikan (end of south road near forest), 


255 ITEMS: This glitch will only work if you 
have only 1 left of a certain item (i.e. 1 
duplicator). This glitch wiU work with most 
items while your party is in battle. 

In ROUND 1: 

RUDY: Go to ITEMS and use HEAL BERRY. 
JACK: Go to ITEMS and switch the positions of 
HEAL BERRY and any item that has a count of 
1 left. Then, DEPEND. 

CECILIA: DEPEND. 

In ROUND 2: 

RUDY; Go to ITEMS and use HEAL BERRY. 

Here, you will notice that the item that you 
traded planes with has disappeared from the 
ITEMS list. 

JACK; Go to ITEMS and switch back the 
positions of HEAL BERRY and the empty space 
where that other special 1 item waa. Then, 
DEFEND. 

CECIUA: DEPEND. 

In ROUND 3: 

RUDY: Go to ITEMS and you wiU see that the 
item that you only had 1 left of now haa a 
count of 255! 

CONTEST RULES^ Anyonu of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII 
Entertain me nt» their friends, family, pets and anyone they talk to or know 
of. Dimension Publishing reserves the right to make any and all decisions 
regarding the contest. One winner per month will be chosen, at Dimension 
Publishing's discretion, based on the code or trick supplied by the entrant 
If you win but do not specify^ in your code submission, which prize you 
want to receive (King's Field or an ASCII SpecializedStick), then we will 
choose for you. 
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mountains), Kalayo (at end of southwestern road). 
Treasure: center of far northwestern island, northwest 
of Shik'ahny between mountains and river, northwest 
of Wan Kayo in mountain clearing, southv/est of Wallas 
between mountains and city. 

Stage 14 (Muspelm) 

Cities: Chaos Gate (southeastern island south of trees), 
Roshfallian Temple (eastern end of southern peninsula 
near rocks). 

Treasure: far northeastern island (east of mountain), 
western island (south of mountain), western island 
(northwest of mountain), southeast island just 
northeast of Chaos Gate. 

Stage 15 (Organa) 

Cities: AJbaminch (forested eastern island between 
trees), Chaos Gate (clearing north of Baldella), Denbi 
(southeast of mountain on large eastern island), 
Moyare (far northeast island east of trees), 

RoshfaUian Temple 1 (small barren eastern island), 
Roshfallian Temple 2 (west of small southeastern 
island). 

Treasure: northern island between trees, small 
southeastern island, southwest of hidden southeastern 
Temple north of two trees, 

Stage 16 (City of Malano) 

Cities: Sanbelnar (northwest of southeastern 
mountains), Sharmony (end of far western road). 
Treasure: south of road to nowhere between forest and 
river; on southern island east of two trees; on 
southern island near western tree: south of far 
western mountains in forest clearing; southeast of Ajij 
in mountain clearing; southwest of Mon Blsoh on small 
island; south of Mon Bisoh at southern end of 
peninsula; south of Mons Nir in clearing near 
northeast corner of lake; northwest of Padova in 
clearing between river and mountains; southwest of 
Ulyine in mountain clearing. 

Stage 17 (Antalia) 

Cities: Chaos Gate (v/estern island just north of 
mountain), Roshfallian Temple (middle of eastern 
mountains near river). 

Treasure: on western island with a single tree; clearing 
in middle of southern mountains; west of southern 
mountains, north of small rocks; east of southern 
mountains, north of two trees. 

Stage 18 (Tundra) 

Cities: Roshfallian Temple (on southeastern island in 
forest clearing). 

Treasure: south of Herald Coast on small peninsula: 
northeast of Intahi; north of Kot 2 in clearing near two 
mountains: north of Mallibahd, southeast of unusual 
peninsula; west of Ruskayah and west of mountain: 
large island west of Shackleton; island west of Valhalla 
at northern tip. 

Stage 19 (Shangidla) 

Cities: Roshfallian Temple (middle island n. of tree). 
Treasure: northern island, northeast of tree; northeast 
of hidden Temple, south of river; southwest of hidden 
temple, on peninsula; southwestern island, just west of 
rocks; southwest of Rusheln in clearing south of forest; 
southeast of Rusheln on island north of mountain. 
Stage 20 (Antanjyl) 

Cities: Bossan (south of far northeastern island), 


Gibbot (west of Oshong, between sea and forest), 
Kinshasha (far northwestern island on the eastern 
peninsula), Muahna (treeless second island west of 
Yaunde), Oshong (southwest of Muahna between two 
trees), Popan Court (south of Kinshasha between 
mountains and forest), Powant Noal (west of Yaunde in 
clearing south of forest), Roshfallian Temple 1 
(southwest of Bossan and south of plains), Roshfallian 
Temple 2 (south of Muahna in the middle of three 
mountains), Roshfallian Temple 3 (south of Oshong on 
the edge of the grass and plains), Roshfallian Temple 4 
(south of Popan Court in the clearing with two trees), 
Yaunde (island north of Bossan, north of five trees). 
Treasure: west of the form in the southern river, in 
the clearing west of the thick forest; east of the bend 
of the southeast river, in the forest clearing. 

2. SPECIAL CHARACTERS AM) HOW TO GET 'EM 
Stage 1 (Castle of Warren) 

1. Lans (Knight), in the hidden town of the 
northeastern island. 

2. Warren (Wizard), by finishing the stage. 

Stage 3 (Sharom District) 

1. Canopus (Eagleman), in the city of Bah' 'Wal. You 
need the Wing of Victory from Julia in the hidden 
Temple to the southwest, and you need a high 
Reputation to receive the Wing, 

2. Gilbert (Beastman), the boss. If Canopus is in your 
party, your Reputation is high, and you defeat him, he 
joins you. 

Stage 6 (Deneb's Garden) 

L Deneb (Witch), the boss. Forgive him after beating 
her. Buy the Golden Bough from a shop in Dlaspola, or 
find it as a treasure. Return to her aud you get the 
Glass Pumpkin. If your Reputation is low, she joins 
you. (If your Reputation is high, you get a Rotten 
Pumpkin.) You can recruit Level 1 Pumpkin Heads and 
change them to Halloweens, raising your Reputation. 
Stage 7 (Slums of Zenobia) 

1. Ashe (Knight), in the city of By'Roit. Use flying 
units to scale the walls, or use the termites. You can 
learn of his being framed in one of the western cities. 

2. Lyon (Beastman), in the city of Anberg. You can 
pay 20,000 immediately or 5,000 after defeating the 
boss. His two Level 7 Dragons can be upgraded to red 
right away. 

Stage 8 (Island Avalon) 

1. Aisha (Shaman), in a hidden Temple surrounded by 
four volcanoes. If your Reputation is high enough, she 
Joins you to gain revenge on Gares, who executed her 
mom (yikes). 

Stage 10 (Diaspola) 

1. Norn (Shaman), the boss. Spare her and you get her 
if your Reputation is high. 

Stage 12 (Valley of Kastro) 

1. Rauny (Muse), in the Temple south of Geral Ab. A 
high Reputation is needed. 

Stage 13 (Ealmorian Ruin) 

1. Saradin (Mage), in the Temple west of Kannyate. 
Visit the Temple, then find the hidden city of Kalyao, 
at the end of the road southvjest of Shik’Ahn. You get 
the Bell of Light; return to the Temple and use the Bell 
on the statue. 

Alpha Stage (Muspelm) 


1. Slust (Dragoon), in the city of Muspelm. A high 
Reputation and Alignment are needed. 

Beta Stage (Organa) 

1. Fenril (Dragoon), in the city of Aulganna. A high 
Reputation and Alignment are needed. 

Stage 14 (Ruined City) 

1. Fogel (Dragoon), in the city of Siggult. A high 
Reputation and Alignment are needed. 

Stage 16 (Antalia) 

1. Yushis (Cherubim), in a hidden Temple in the 
mountains southwest of Dauo Dahm near the fork of 
the river. A high Reputation is needed. 

Delta Stage (Antanjyl) 

1. Galf (Devil), in the city of Antagee. You need a low 
Reputation. Give him the Brunhild sword and he Joins 
you. Not smart to recruit him if you want a good 
ending. 

Stage 17 (Shangrila) 

1. Debonair (General), in the city of Shangril. You 
must have Norn from Diaspola (Stage 10) in your 
party. 

Gamma Stage (City of Malano) 

1. Tristan (General), in the city of Bel Chel. You need a 
high Reputation or the Key of Destiny. Tell him you 
don't plan to take control of the world for yourself. 

3. TAROT CARDS AND WiAH THE HECK THEY DO 
Chariot: Physical damage (Battle), +2 STR (Drawing). 
Death: Kill weaker enemies (Battle), -2 REP (Drawing). 
Devil: Black damage (Battle), -2 CHA (Drawing). 
Emperor: All characters gain extra attack (Battle), +2 
OHA (Drawing). 

Empress: Completely heal all characters (Battle), +1 
CHA (Drawing). 

Fool: All enemies except leader flee (Battle), +1 or -1 
LUCK (Drawing). 

Fortune: All enemies flee (Battle), + or - up to 3 REP 
(Drawing). 

Hanged Man: Lowers enemy defense (Battle), -1 STR 
(Drawing), 

Hermit: Lightning damage (Battle), +2 INT (Dra'wing), 
Hierophant: Enemies go to sleep (Battle), +2 ALI 
(Drawing). 

Judgement: White damage (Battle), +2 HP/MAX 
(Drawing). 

Justice: Cold damage (Battle), +1 HP/MAX (Drawing). 
Lovers: Enemies attack each other (Battle), +2 REP 
(Drawing), 

Magician; Fire damage (Battle), +1 INT (Drawing). 
Moon: Enemies switch front and back rows (Battle), 
night falls (Drawing). 

Priestess: Heals 50 HP for all characters (Battle), +1 
ALI (Drawing). 

Star: Raises character Agility (Battle), +1 AGI 
(Drawing). 

Strength: Raises character Strength (Battle), +1 STR 
(Drawing). 

Sun; Damage to everyone based on ALI (Battle), day 
begins (Drawing). 

Temperance: Recover from ailments (Battle), +1 REP 
(Dravring). 

Tower: Physical damage (Battle), -2 ALI (Drawing). 
World: Magic protection (Battle), all Tarot draws in the 
rest of the stage affect all active groups (Drawing). 



It's one thing to take a bullet like a man but 
h(jw does one take 3-foot long, razor sharp 
scissors? I knv will you avert decapitation 
and keep your entrails from spilling out cjvei 
the kitchen floor? This will surely be your 
fate unless you can outwit Norway’s most 


Plc^yStatian 












lethal killer—Scissorman. Yoiril have to 
become a master of stealth and deception 
to avoid being cut to ribbons in this blood- 
soaked horror adventure. 




Five playable ciiaracters and ten dilterenl endings 
for supei-extended replay value. 








, TM 


So grab your copy of Clock Tower' 
turn out the lights, and prey. 








Amazingly detailed, horrific grapliics and 
special effects. 

Hone-chilling sound effects. 
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Nightmare Creatures 


left of the crates and break it open to reveal some 
bullets and another health sphere. 

Next, head dov.m the street, past the abandoned 
carriage and to the last doorv/ay on your right. 

When you get within a few feet of the door a 
Werevrolf breaks through and attacks you. that’s not 
veiy nice and inconvenient to boot. 

You can choose to fight him vnth your staff/sword 
or shoot him dead with a silver bullet: the choice is 
yours. Although, there are plenty more baddies 
ahead and sometimes it's best to stockpile your 
items for later on. Once he's down for the count, 
head dovm the stairs into the cellar and take out the 
Zombie hiding in the shadows. He should give up a 
random item once you've killed him, Ihrov; the 
skeleton switch in the back-right corner of the' cellar 
vi^hich opens a hidden passage along the back wall 
and kill the Werewolf who happened to be residing 
in there. Nov/ head into the passage and pick up the 
goodies in the left and right alcoves then flip the 
switch set in the back wail. The switch opens the 
main gate back outside. 

As you head up and out, cycle through your 
inventory and select the freeze spell. Run through 
the gate, pass by the Zombie and stop when the 
Werev/olf jumps down from his perch. The minute 
he's on the ground, launch that spell to solidify both 
creatures at once. 

Continue on to the next gate v/hich leads to the 
graveyard and don't shoot the barrel sitting in front 
of it. Instead, kick open the gate and deal some 
death to the already dead Zombie. Roam around the 
upper level of the graveyard and you'll encounter 
three more creatures — one v/ho actually climbs out 
of his grave — and take them out (you should collect 
an item from one of the Zombies up here). When 
this is done, run down to the lower level, kill yet 
another Zombie and proceed around the crumbling 
wall to the left. Surprise! There's another Werewolf 
waiting for you. Work him with a series of kicks, 
then break open the crate for some much needed 
health. Now’s a good time to use some, if you’re low. 
Next, head dov/n the stone walkway and stop at the 
stairv.^ay leading up to the left. Enable the sawblade 
icon and quickly seek and destroy as many baddies 
hanging about this area, that you can, before the 
power-up fades. Next, let's take care of those pesky 
flying gargoyles who are no doubt flying around 
shooting fireballs at you. The best way to kUl 'em 
without taking any damage is to freeze 'em. 

If you've done your Job, there should he one Zombie 
left in this area guarding the exit (which is down 
the stairway). Don’t attack him Just yet; instead, to 
the left is a wrought iron fence that you can’t go 
over or through, hut you can go aroimd. Carefully 
walk to the surrounding wall and press the Jump 
button (don't press forward on the pad while you're 
jumping or you’ll Jump over the ledge into the 
water). 

Walk along the ledge around the fence and into the 
catacombs. Wrastle with Mr. Zombie, take the mega¬ 
health sphere sitting on the crate and continue along 
unto you come to a dead end v/ith a health sphere 
and a crate. Snag the sphere then head back to the 
exit. Kill the leftover Zombie, go directly to the door 
and the level is automatically over. If you’ve done 
everything correctly, you should have gotten 1S1% 
of the items and 100% of the enemies, 
congratulations! 


'Welcoine to the Oame Shark section. Each month 
we*ll list the newest and coolest codes right here 
for 3 rour cheat’n pleasure. ’Warning; These codes 
won’t work without a Game Shark. 

For the latest codes and inf get on the internet 
and check www.game5hark.com, 
www.htc.net/"hriaiy/gsccc/index.html or 
www.datel.co.uk. If you find a code doesn’t 
work, jrou may need to upgrage your gameshark. 
Check 3 niur Instruction manual for details. 


LEVEL 1 WALKTHROUGH; Nightmare Creatures, 
Activision’s amazing nev/ 3D exploration/fighting 
game should be hitting store shelves within the next 
month. We have decided to do something a little 
different this month and give our readers an early 
advantage vrith a complete, detailed v/alk-through of 
the first level of the game with a follow-up of more 
strategies and level break-dovms in the coming 
months. 

To start, you can choose either Ignatius or Nadia, it 
doesn’t really matter in terms of this walk-through. 
First things first, once the game loads up, you 
should be in a small courtyard outside of a house or 
mansion. In front of you, right outside the gate, is a 
lumbering Zombie who is in search of a good and 
tasty meal; that means you. Ignore him for the 
moment and hit the LI and R1 buttons 
simultaneously. This will execute an about-face and 
you should now be facing the main door to the 
mansion. 

Kick open the door and you’ll encounter your first 
fight with another member of the Society of the 
Undead. It’s possible to take most of these guys out 
with a single placed kick (decapitating their heads or 
severing their waist from their torsos in the 
process) by hitting the X button while running 
forward. 

Now smash the stacked crates that have a red circle 
X painted on their sides for some helpful items and 
power-ups (dynamite and pistols). Head back outside 
and right (don’t worry about the lingering Zombie 
outside the gate, we’ll take care of him in a minute). 
See that barrel in front of the doorway? It’s filled 
with gunpowder and all you need is something to set 
it off, opening the door in the process. Cycle through 
your available inventory by using either the L3 or 
RS button and choose the bullets icon. Next shoot 
the barrel by hitting the LS and RS buttons 
simultaneously, (this is how you execute any item 
you’ve chosen) and blow open the doorway. Run 
inside and smash the crates for a bevy of goodies. 
Snag ‘em, then head back outside and onto the 
street. Go ahead and bring the Zombie down, then 
break open the stack of crates sitting in the street, 
off to the left, to reveal a health sphere. By now you 
should have a little arsenal of items including a 
mine which can be tossed at enemies and will blow 
up on contact, a freeze spell (in the form of a 
snowflake) that freeze and kills any monsters that 
come in contact with it within a limited distance, 
dynamite — self explanatory —just lob it at any 
enemies or obstacles for explosive results, the torch 
will burn critters to a crisp leaving a pile of ashes in 
their place, the pistol lets you shoot any enemies in 
a 360 degree radius — especially helpful when 
you’re being simultaneously attacked from both 
front and behind, differing from the bullets, which 
only let you shoot straight ahead, and lastly, the 
sawblade, once activated, gives you the temporary 
ability to fell your opponents in one slice. Now, go to 
the inset window directly behind and a little to the 


DABKLI6HT CONFLICT 
Infinite On Board Energy .. 
EXTREME PINBALL 
Inf Balls Medieval Knights 


60087026 IFOO 


60049EDC 0000 
6004C934 0000 
60055B3C 0000 
600583FC 0000 
80046840 0000 
800490E8 0000 
60048368 0000 
6004B070 0000 


Inf Balls Monkey Mayhem 


Inf Balls Rock Fantasy 


Inf Balls Urban Chaos 


BATTLESPORT 
Infinite Energy PI 
Infinite Energy P2 
Score Modifier Pi. 
Score Modifier P2. 


.801FCA42 0064 

.801FCAD6 0064 

.800B8A0C 00?? 

.600B8A0E 00?? 

7?sany number 00-FF 


HERCULES 

Infinite Energy . 

Infinite Lives . 

Infinite Lightning Sword.. 
Infinite Fireball Sword... 

Infinite Sonic Sword. 

Infinite Helmet of Invinc. 
WILD ARMS 
In-battle codes; 

I Infinite HP (Rudy) . 

! Infinite HP (Jack) .. 

! Infinite HP (Cecilia)__ 

Full Force Meter (Rudy) ... 
i Full Force Meter (Jack) ... 
Full Force Meter (Cecilia) 
Hisc codes: 

Infinite Honey. 


80034DBC 0080 
30034DA4 0009 
B0034DBE 00C8 
60034DCO 00C8 
600340C2 00C8 
60034DC4 00C8 


e0165E8C 27OF 
80166064 27OF 
8016623C 270F 
80165F7C 0064 
80166154 0064 
8016632C 0064 


801341DC 967F 
801341DS 0098 
800470F4 0000 
800470F6 0000 

No Random Battles. .800E1100 0000 

e00E1104 0000 

Instant Level up.800D2A74 FFFF 

600D2A76 OOFF 

Infinite Bullets.....8009D938 0000 

e009D93A 0000 

All these awesome codes are thanks to the GSCCC. 
WWW, htc. aat/~briaaj/gacCB/Ladex.ht3sl 


Send all code submissions to: 

WSCUTE 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 
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technology on the SNE5 and 
rfie ground breaking Amiga 


lyo7-oo), in conjunction 
with publisher Fox Interactive, 
are in the process of seeing 


w ■ Devil), Croc is the one that is the most 
Mario-like. The play environment is 
huge, featuring six different islands 
(Forest, Ice, Desert, Castle, Crystal and an 
island that was unnamed as of our press date), 
each with 10 different levels and secret levels. Each 
level consists of a number of different rooms and 
open areas, connected by doors (usually 5-6 areas 
per level). 

The Croc character, with his toothy grin and backpack, 
is definitely aimed at the younger PlayStation 
mH^ crowd, but the gameplay and beautiful 
graphics should appeal to PS gamers of all 
, ages. The ook is very bright and 

colorful — drawing its Inspiration 
from Miyamoto and Mario 64, 
with an emphasis on jumping, 
climbing and exploration — with the occasiona bad 
little dude [or big boss) to butt-bounce or tail-whip. 
The areas/rooms don't feature particularly large 
play areas, but the sheer number of them more 
■jj^^ than makes up for the lack of square 

footaqe. 


per level, and each area/room has a colored jewel. 
If you obtain all five jewels in a level, you are able 
to go through a special door that leads to a bonus 
6th area in that level. You can hit the gong (finish 
the level) in the fifth area, if you're missing a jewel 
or three — but that ain't the way to do It... snagging 
all of the jewels (and Gobbos... the little critters 
that have you taking on this challenge) is part of 
what makes Croc... well, Croc! If you miss a jewel 
or Gobbo, you can always go back through the door 
you came In and back-track to find it. Croc has 
the ability to (in addition to the previously mentioned 
butt-bounce and tall-whip moves) side-step, grapple, 
float on balloons, swim, climb walls, gather keys and 
release Gobbos from their cages, and look around 
360 degrees of his environment. (If Lara Croft had 
an amphibious sidekick, Croc would be the man.) 
The game is presented in real-time 3D, with go- 
onywhere polygonal environments, and is presented 
in the PS's 51 2 x 240 mode, with the animation 
clocking In at 30 frames per second. The game design 
is structured to keep you going along a logical path, 
not unlike Sony's Crash Bandicoot — so your freedom 










































































































there are areas of "nothingness" that lead to really, different challenges and graphic looks. Desert 
really bad falls, and the loss of a Croc, but the game Island, on the other hand, features a balance of indoor 

puts very few limitations on where you can and can't and outdoor areos, played out in a sea of sand, with 

go. Graphically, Croc ranks right up there with the environmental hazards that include mini-twisters that 

best in the category... namely Gex and Crash 2 — will knock you off of a platform and into oblivion, 
my favorite group of levels (at this point in time) being and molten lava. 

Castle Island. There is just a tremendous amount of Croc is currently scheduled for an October release 

variety, in terms of the look, obstacles and enemies, and we should have a review of the game in our 

in each of the levels on every island. While there is October issue. The title made our E3 Editor's choice 
a consistent theme to each island: (Castle Island, list and it looks like it has the potential to be a big 

for example, is made up of mostly indoor areas), the hit this holiday season.., we'll keep you posted, 

objects and enemies within the different levels provide Dave 
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• The most realistic dogfights ever created 
for the PlayStation"game console. 

• Total 3-D polygon environment - fly 
freely and unload your arsenal with 
reckless abandon. 


Advanced artificial 
cunning and calcul 


enemy 


• 30 formidable missions - nearly 
double the missions of Air Combat. 


* Awesome mission debriefings 
dynamic diagrams and movin' 
for surgical strikes. 


moving maps 


Secret planes and hidden missions - 
the better you fly, the more you'll 
reveal. 


























































IF BATTLINC THE 
CYCLOPS AND THE 
FOUR-HEADED HYDRA 
ISN'T FUN ENOUCH, 
YOU CAN ALWAYS 
CO TO HADCf!l^ 
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[n addition to all the other freaky 
creatures* you'll have to battle a boar- 
Which is anything but a bore. 


Zeus not only has to conquer Hades, 
but also conquer the heart of Atlanta. 
(A Herculean task* indeed*) 





In Here’s Adventures, unlike life, to 
have a happy ending, you’ll have to wind 
up in hell. After all, that’s where you 
must duel with Hades, god of the 
underworld, to save civilization. 

STRENGTH OF 
CHARACTER. You 11 go 

into battle as one of three 
heroic, mythological characters, 
each one wi th unique powers: 

Hercules possesses super strength. 

Atlanta has lightning speed. And, 

Jason - savvy street smarts. 

WEIRP WEAPONS. Sure, you get the 
usual arrows, slingshots and swords. But 


you can also arm yourself with ray guns, 
houses, sh eep and inflatable cows. 

EVEN WEIRDER BAP CUYS, 

Freaky weapons are perfect for 
fighting even freakier enemies: 
The four-headed Hydra, snake- 
haired Medusa, sword-swinging 
skeletons, crazy clowns, nasty 
Martians and more. CamePro 


says “Challenging bosses, humorous 
anecdotes, and gigantic landscapes - Here’s 
has it all.” In the end, it’s up to you 
to save the world in this crazy twist on 
reek mythology. And, if you fail? Well, at 
least you’ll die laughing. 


KIDS TO ADULTS 



So many Martians, so little time! And, 
to make matters worse, they've got 
Jason surrounded with ray guns. 


Untorciinarcly for Atlanta, the Cyclops 
has a huge appetite for destnictiom 
Not to mention beautiful warrtors. 



http://www.Iucasarts.com 



Hercs Adventuresarvef © 1997 LucasAns Entertainment Company. All Rights Reserved. Here's Adventures is a trademark of LucasArts Entertainment Company, The LucasArts logo is a registered trademark of Lucasfilm Ltd. PlayStation 
and the PlayStation logos are trademarks of Sony Computer Entertainment. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. The ratings icon is a trademark of the Interactive Digital Software Association, 
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ONE, one of the hit titles at E3 
last June, has now been given 
a release date of November, In 
case you missed any of our ear¬ 
lier coverage of this fantastic 
game, the concept of ONE is that 
of a character beised, real-time, 
3D, action/shooter. You play the 
role of John Cain, a man who 
finds himself forty years into 
the future, with a cannon where 
his left arm used to be. It’s up 
to you to help John find out 
what the heck happened, and 
blast your way through five 
HUGE levels of nonstop action. 
Instead of the familiar power 
up system, ONE incorporates a 
“rage” meter, which is the 
“breathing” icon down in the 
lower right hand comer As you 
continually blow things away, 
your rage meter will increase, 
and eventually get to the point 
where you will be able to use 
other weapons, like flame 
throwers, missile launchers, 
and plasma cannons. Your 
character is capable of many 
different maneuvers, like roUs, 
flips, hanging, climbing and slid¬ 
ing. We’ve already spent a con¬ 
siderable amount of time with 
ONE, through its early devel¬ 
opment stages and are truly 
impressed with what we’ve 
played. Keep your eyes glued 
to ONE. 
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Crash Bandicoot 2; Cortex 
Strikes Back goes way beyond 
anyone' s logical sequel expec¬ 
tations, to create new worlds that 
are something to behold. We have 
had a chance to play five partial 
levels, that were on display at 
E3, and they are showing some 
amazing technology. A few small 
examples: In " Snow Go", Crash 
moves through a winter won¬ 
derland — complete with ice 
patches featuring beautiful reflec¬ 
tions and appropriate physics in 
Crash' s on-screen movements 
(he even has ice breath). In 
Hang Eight", Crash finds him¬ 
self in a more familiar jungle- 
style environment. As Crash 
makes his way through the jun¬ 
gle waters, he now has a speed 
boat to aid him in his quest for 
apples and power-ups. Last, but 
certainly not least, we have 
■'Rock It". In this level, Crash 
straps on a jet pack and goggles 
and shreds the skies of a high- 
tech level that we can only 
assume is part of Cortex' s lair. 
The graphics and special effects 
in Rock It are part of what is 
taking Crash 2 to a whole new 
level. And this is just a small 
taste of what the end product is 
going to be; we' E keep you post¬ 
ed... 
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NFL GameDay ' 98 is entering the new sea* 
son with an all-new look. GameDay ' 98 is 
the first PlayStation football game to go 
with polygonal character animation, and 
the story just begins there. GameDay '98 
builds upon the award-winning gameplay 
of last year's model (GameDay ' 97 is one 
of only six games, historically, that have 
received PSBxtreme's coveted "Platinum" 
rating) with a new camera system, all- 
new motion-capture and player animation 
to go with the polygonal environment, and 
an expansion of the game' s statistical 
database and gameplay features. The game 
features an all-new playbook with over 
500 plays, all of the past Super Bowl 
teams, a Pro Bowl, featuring players picked 
by the computer based on their perfor¬ 
mance during the season, new moves that 
include tight-roping the sideline after a 
catch, power tackles and power dives, com¬ 
prehensive statistical tracking for indi¬ 
vidual players, league leaders and teams, 
an infinite number of playing perspectives, 
real stadium sound, and the list goes on. 
We win review GameDay ‘ 98 in our October 
issue. 












































































































































































































Descend into the all new psychotic world of Pandemonium 2 and twist 
reality inside out. Explore a whacked-out psychedelic landscape with 
Nikki's insane double jump-then dominate with Fergus' maniacal attacks 
by hurling his viper-tongued side-kick Sid for skull crushing good times. 
Navigate the undulating 3D hyper-kinetic backgrounds 'till It turns your 
brain to puddin'. Hey.,,it's a twisted new world of furious gameplay that'll 
devour you before you truly understand It. So have a good trip. 


Satisfyl^llyour needs,"^ants and 


Pilot a giant mecf^ 
warped 3D tunn 
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Gex: Enter the Gecko was one of the 
big stories at E3 this year. A consensus 
choice (well, almost, but Alex is the gun 
game guy... come on!) in our editors' Best 
of Show '97 awards, Crystal Dynamics' 
real-time 3D adventure is sure to light 
up retail this holiday season. Gex treads 
on new technological ground in bringing 
a huge, high-resolution, go-anywhere 3D 
environment to the PlayStation. We were 
able to play a few new levels after the 
show... two Tron-like levels where Gex 
finds himself trapped in a 5-6 story build¬ 
ing filled with all kinds of electrical and 
green goo-based nastiness, a new pre¬ 
historic level with huge Gex-smashing 
boulders and antive lava, and a new hor¬ 
ror level that gives you the sense that 
somebody has just locked you inside 
Disneyland's Haunted Mansion. To sum 
up our experience with the new Gex to 
this point in time: Everytime we think 
we' ve seen something amazing in this 
game, we are shown something even bet¬ 
ter, and these guys are barely half-way 
through with the game! Stay timed... 
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Konami is currently hard at 
work on Metal Gear Solid, 
the sequel, if you will, to the 
WES game from ten years 
ago. The format for Metal 
Gear is that of an action/spy 
thriller, with many charac¬ 
ters, imdercover espionage, 
stunning backdrops and an 
overall dark theme. The 
characters wlU be able to use 
wireless communications, 
handle tons of different 
weapons and operate in a 
completely covert manor. The 
basic premise in Metal Gear 
Solid is that you must infil¬ 
trate a nuclear weapons 
warehouse, wipe out all the 
bad guys and disarm the 
base within the S4 hour time 
frame. As the main man, 
Solid Snake, you will have to 
maneuver your way past 
enemy guards, traps, laser 
detecting movement things, 
and an array of other foibles, 
in a stealth like manner. 
Sounds good to us — we’ve 
been waiting a long time for 
this one! Hopefully we will 
get a hands on playable ver¬ 
sion in the near future and 
we' 11 be sure to keep you up 
to date on the progress. 
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Holy green homy toad flashback — Frogger 
has been unearthed after a considerable 
dormant period (oh, about thirteen or four¬ 
teen years since we saw it last) and will be 
showing up in Playstations everywhere this 
fall. Hasbro Interactive are the fine folks 
that recognized the universal appeal of this 
long lost amphibian, and together with 
Konami are bringing a 3D, forty something 
level, single or multi-player, gaming expe¬ 
rience that is sure to please everyone. Our 
first glance at this cool title was at E3, and 
it was probably one of the most talked about 
games at the show, and for good reason. 
Hasbro is making sure that the new Frogger 
lives up to the classic gameplay of the orig¬ 
inal, while bringing in incredible 3D graph¬ 
ics and large levels to showcase all of the 
colorful obstacles (buffalo, lawn mowers, 
rattlesnakes, etc.). The ol’ green guy learned 
a few moves over the years as well, like 
a super jump, a “heat seeking” tongue (for 
nabbing those pesky flies), and a power 
croak. Don’t ask. Lastly, there’s a four play¬ 
er race against the clock that has its own 
courses and utilizes the four way split 
screen. You will be seeing more of Frogger 
in the issues to come — count on it! 






















































































































itertainmenl logo 
















PliiyStcition 


F HEAVEN 18 ANYTHING LIKE 


WRIGLEY FIELD GN A SATURDAY AFTERNDDN, 
THEN DEATH WOULDN’T DE SUCH A DAD THING 


PROPERTY OF PLAYSTATION 
ATHLETIC DEPT. 




SrammUj 






fytT 







PSYGiVaSIS • AVAILABLE OCTOBER 


Psygnosis is working on a new 
space shooter that reminded 
a few of us with one of our 
very first (and therefore, 
favorite) space shooters: Space 
Battle (for the Intellivision — 
go ask your dad). Needless to 
say, Psygnosis has brought the 
spane shooting theme up to the 
levels of the 90' s (and more 
importantly, the PlayStation), 
and from the beta that we' ve 
been playing, they're doing a 
crack job of it. Bight. As is gen¬ 
erally the case in these kinds 
of matters, the guys in the 
black space ships (the bad 
guys — the Empire) are bent 
on wiping out you and your 
space colony, and you, in turn, 
tell them to get bent. You join 
up with the good guys (white 
space ships — League of Free 
Nations) and have at it, over 
the course of sixty missions 
that take you through five dif¬ 
ferent solar systems. Colony 
Wars features real time, go 
anywhere, flight abilities, six 
different space craft to choose 
from, and Psygnosis even put 
in six veiy cool endings. Look 
for Colony Wars to hit retail 
shelves around October/ 
November, and for a thorough 
review in an upcoming issue 
of every space alien’s favorite 
read, PSExtreme. 
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nilDWAY • AVAILABLE SEPTEIVIBER 


With the release of Sub-Zero, 
Midway is bringing out an inter¬ 
esting twist to the legendary 
fighting game series. This new 
title is a combination of clas¬ 
sic 2D action platform style and 
the ever popular 3D fighting 
scenario. The situation is this; 
Sub-Zero must fight his way 
through the Shaolin temple and 
get his hands on a hidden map 
— the map to a temple never 
seen by mortal men. Sub-Zero 
must then fight his way through 
eight worlds, while battling over 
thirty different enemies, some 
of which have never been seen 
in the MK series Giut they can 
be found in the upcoming MK4). 
The fighting sequences will be 
familiar to anyone who has ever 
picked up a controller, and there 
will even be some new moves 
thrown in to go along with 2D 
elements, such as climbing and 
crawling. The characters are 
still digitized 2D, but are now a 
hybrid of 3D rendered sprites 
as well, giving each character 
a new look. Mortal Kombat 
Mythologies: The Adventures of 
Sub-Zero offers gamers some 
unique play mechanics and 
beautifully texture mapped 
backgrounds and some fantas¬ 
tic FMV cut scenes that tie the 
whole stoiy together. Look for 
a complete review next month! 
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IKTERaCnVE BflCKfiROUNDS MEANS 
INE AfmON NEVER STOPS! 


FANTASnC roURPUYER ACTIQN! 


For moro information on game rating contact the ESRB at 1-BOO-77T-3772. MARVEL GOMtCS, the Fantastic Four^ the TMng, Mr. Fantastic, the Htiman Torch, the Invisible 
Woman and the distinctive likoesses thereof are trademarks of Marvet Characters, Inc., and are used with pernnssion- Copyright tD t997 Marvel Characters, fno. Alt rights 
reserved, PlayStation and the “F^layStatron'' logo are trademarks o1 Sony Compnter Enlertainnieiit, tnc^ Acclaim rs a division and registered tradenrtark of Acclaim 
Entertainment, Inc, S © 1997 Acclaim Entertainment, Inc, All hghts reserved. 
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IIXITERPLAY • AVAILABLE OCTOBER 


Interplay (VR Baseball ‘97) 
is looking to jump into the 
heavily contested football 
arena with their scheduled 
October release of Jimmy 
Johnson’s VR Football. JJ’s 
Football win be an officially 
licensed NFL product, so all 
thirty teams and their sta¬ 
diums will be represented. 
The game is also licensed by 
Players, Inc. and, of course, 
this means that all of your 
favorite players will be 
included. JJVRF looks to 
separate itself from the oth¬ 
ers by being the only game 
that allows you to create 
your own plays. The gamer 
will be able to pick the for¬ 
mation and then choose the 
routes of the receivers, the 
blocking patterns of the TE’s 
and RB’s, and what the 
offensive line should be 
doing (pass or run block). 
The game also utilizes a 
passing meter that lets you 
lead the receivers to a pin¬ 
point location. Look for our 
review in the November 
issue. 
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AVAILABLE OCTOBER 


Midway is looking to join the 
five-on-five baskethall simu¬ 
lation gang with the October 
release of Hardwood Heroes 
(working title). Midway, as far 
as basketball titles are con¬ 
cerned, are best known for 
their two-on-two arcade game, 
NBA Hangtime, and they feel 
that the simulation market 
hasn’t been overwhelmed with 
a five star title — we would 
have to agree. Enter Hardwood 
Heroes, a simulation type 
game with plenty of arcade 
feel. Currently, HH is sporting 
all the features you look for 
in a simulation, like complete 
stat tracking, season and play¬ 
off modes, the ability to trade 
and create players, season 
ending injuries, and a host of 
other features that will have 
to wait for the final review (or 
the final say, as we call it) 
before we divulge them. 
Midway has received the 
appropriate NBA and players’ 
licenses so the characters wlU 
have the real look, and not to 
be forgotten, a play-by-play 
(not yet determined by 
Midway) person will make 
sure all the action gets called. 
We should have an update on 
Hardwood Heroes for you in 
next month’s issue. 
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lip this coupon and 
take it to any Sears 
Funtronics Dept, for 
one T-shirt and $10 off 
the regular price of 
Final Fantasy VII. 

Valid 9/2/97 through . 
10/15/97. 1 


Good for one FFVII t-shift and $10 off single Sears Funtronics Dept, regular purchase price. Valid 
9/2/97 - 10 15/97 only. Offer no! good on layaway balances, gift certificates or credit card payments. Not 
redeemable for cash. Not valid with any other coupons or offers. Limit one coupon per transaction, one per cus¬ 
tomer, Void where prohibited by law. Cash value 1 20c. 1997 Sears, Roebuck and Co. Satisfaction guaranteed or 

your money back. 
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Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment 
Inc. ©1997 Square Co,, Ltd. All rights reserved. Final Fantasy and Squaresoft are registered trademarks of Square Co., Ltd. 













































































































CRYSTAL DYIVAIVIICS • AVAILABLE IMOVEIVIBER 


Crystal Dynamics is bpcl? 
with the sequel to last ymp's 
under-appreciated platform 
title, Pandemonium. Pargus, 
Sid and Nikki (a really, real 
ly, grown-up Nikki) are back 
at it, only this time the lev 
els are bigger, the action 
faster, and the moves are 
twice as death-defying! The 
sequel showcases all sorts of 
new traps, hidden bonus lev¬ 
els, and new moves that are 
exclusive to each character. 
One of the cool new tricks 
that really caught our eye 
was the way that Sid can be 
used in a Dig Dug like fash¬ 
ion; ie., pumping up the bad 
guys until they explode! You 
gotta like datl Also, PS will 
feature more pathway choic 
es and levels that have got to 
be six or seven stories high. 
Another one of the new tech 
niques is the ability to climb 
hand over hand across serl 
ously long ladders, and 
Crystal has also added more 
puzzle solving techniques, 
which reaJly add to the depth 
of Pandemonium S, Of course, 
all of the new features have 
been added without sacriflc 
ing any of the speed that has 
come to be the hallmark of 
the series. Look for PS in 
November. 












































































































































































































TinB ir 


EXPECTING* Page 61 






C^SFSS? 






Psygnosis looks to get back in the fast 
lane with the highly anticipated Formula 
1 ‘97, scheduled for release in November. 
The sequel to last year's number one FI 
racing title, Formula 1, is set to take rac¬ 
ing enthusiasts to the next level of real¬ 
ism. There will be a total of seventeen 
race tracks and will include many of 
your favorite professional drivers like 
Michael Schumacher and Jacques 
Villeneuve, along with their car spon¬ 
sors (Ferrari &? Williams, respectively). 
The “play-by-play” will, once again, be 
a big part of the racing experience in 
Formula 1 ‘97, adding to the overall real¬ 
ism. Also, probably the biggest addition 
for ‘97, is the inclusion of the two play¬ 
er split screen mode. For all of you that 
wished for this option, Psygnosis has 
delivered a great two player version that 
doesn’t compromise on the speed or look 
of the game. Also, for you lovers of the 
season mode, this year the teams have 
true rivalry factors that will determine 
the level of aggressiveness in their dri¬ 
ving. Look for a complete review in an 
upcoming issue of PSExtreme. 
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Now here' s something you 
don' t see every day — a 3D, 
real time, go anywhere tank 
simulation that is more 
action/shooter than simula¬ 
tion, and we like it like dat! 
Honest, this tank smash ' em 
up is one game that has got¬ 
ten a lot of attention around 
here, and not just because of 
its purty looks. No sir. Steel 
Reign is one bona fide shoot 
' em up. Heck, there' s planes 
buzzin' above you, and enemy 
tanks firing right in front of 
you — we' re talking non stop 
action, amigo. There are over 
ten missions to accomplish, 
ranging from deserts to cities, 
nighttime to daytime, and 
there should be a dozen or so 
different tanks to choose 
from, as well as a couple of 
hidden "super” tanks. At this 
point (late July), the game is 
about 60% complete, and it is 
already a blast to play (lit¬ 
erally) — buildings explode 
into a thousand pieces, and 
little terrorist types come out 
trying to shoot your tank with 
a machine gun — please! 
Have these guys never seen 
the underside of a ten ton 
tank (ten times quickly...)? 
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Get ready to dust off the or light gun, 
because Midway is bringing home their 
arcade hit, Maximum Force. That’s 
right, shooter fans, now you can trav¬ 
el through the jungle, walk the streets 
of New York City (pass the salsa), 
motor through the river in your jet ski 
type vehicle, and play through all the 
other wild episodes that made the 
arcade game such a blast to play. In 
case you missed the game at your local 
arcade, the story is straight forward 
— blast all the terrorists and don’t 
shoot the innocent bystanders! The 
backdrops are highly detailed and pre¬ 
rendered and the characters are dig¬ 
itized animations, all done very 
smoothly. Gameplay wise. Maximum 
Force will require you to be a bit more 
steady handed than did Midway’s ear¬ 
lier shooter, Area 51. There’s also tons 
of non-human things to shoot at, and 
many will bring you into the dozens 
of secret rooms hidden throughout the 
three massive levels. Maximum Force 
will be coming your way by the end of 
September, and an exhaustive review 
should appear in our October issue. 
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ACTIViSiQi\l 


Activision, the original third party software HUGE 3D, go anywhere courses, and 
company (established some 16-17 years modeled their vehicles using over 300 
ago), is in the process of publishing what polygons apiece. The depth of the game is 
could be three of the biggest games to come the main reason GTR won't sit on the shelf 
out this holiday season; Apocalypse, after the gamer plays it for a day or two. The 
Nightmare Creatures and Car & Driver game features six distinct locations in Scotland, 
Presents Grand Tour Racing (GTR). Each one Egypt, Easter Island, Switzerland, Hong Kong 
of these titles looks to bring something fresh and Moscow. There are six different courses 
and creatively superior to their respective (or variations) for each area, and the player 
genres, and GTR is the focus of this exclusive can choose from eight different international 
report. The fine folks at Activision took us teams (French, Russian, American, Jamaican, 
along on a recent trip to New Castle, England, Egyptian, British, Italian, and Chinese). Each 
where GTR is being developed by Eutechnyx learn has its own cars for each different course 
(see sidebar). Although only a few weeks or classes (Rally, Indy, Sports, 4X4 Buggy, 
had gone by since we last saw the game at and Dakar Rally), and every car has its own 
the E3 show in Atlanta, the folks at Eutechnyx attributes as far as handling, acceleration, 
had made tremendous strides on the project, top speed and braking. To sum it all up, there 
GTR is running incredibly smoothly, with little are thirty-six different tracks and toriy vehicles 
to no pop-up on screen and, given the size of various types and sizes — not to mention 
and nature of the courses, it's no wonder that the hidden tracks and super cars! Now you 
everyone is expecting great things from GTR. begin to understand the scale to which Mr. 
Grand Tour Racing was a massive Perella was referring, and how the 
undertaking for the developers, because they combination of all the various racing types 
didn't want to put out "just another racing establishes GTR as 
game", according to Andrew Perella, lead the "one 

with an environment that has no limitations, 

with highly detailed vehicles and unlimited j 7 

replay value". In order to accomplish these 

design goals, Eutechnyx created absolutely J4 


D^VAlopar SpaMIghh 


Eutechnyx, the European developer behind 
Grand Tour Racing '98, is a canpany committed 
to delivering highly playable, cutting-edge video 
games. The company was originally founded 
in 1987 by Brian Jobling (then 17 years old), 
who set about to converting Spectrum games 
onto the Commodore 64. As technology has 
evolved, so has the company which now 
includes Brian s brothers Paul and Darren and 
currently boasts an in-house staff of over 40 
talented programmers, designers, artists and 
musicians — all which have had their hands, 
at one time or another, in the development of 
Grand Tour over the last two years. Some of 
their earlier games that you may recognize, 
and that have put the company on the map, 
are Pete Sampras Tennis, for the Sega Genesis, 
and Micro Machines, for the Super NES. 
Recognizing that there are plenty of racing 
games already available for the PlayStation 
[and plenty more to come), Eutechnyx's goal 
has been to deliver the definitive title in this 
genre. They have succeeded, in part, by 
cramming just about everything but the kitchen 
sink into one game and employing talent that 
specialize in specific areas such as physics, 
mathematics, computer science and artificiol 
intelligence. The developers have gone so far 
as to create their own development tools and 
libraries, as well as a ccmpetitive, go-anywhere 
3D engine that allows the player to have more 
freedom than most driving games. 
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all" driving game. 

Of course^ to say that GTR will be a "great" 
game, just because of the truckload of options, 
would be a mistake (and certainly one that 
PSExtreme wouldn't make) — the game has 
got to have a serious fun factor. And when 
talking about ARCADE RACERS, well then, the 
game better have great playability because the 
predecessors (Rage Racer, Rally Cross, and 
Need for Speed II) have already proven 
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T. hto Purchase Necessary to Enter: To enter, seniJ your rvamc^ acklreu, 
and phone number, along with your answers to the reader (^rucy 
questions asked hpcre. Only one ermy pef person, Duplicate entries w«l 
be destroyed. Entries with ah questions answered vi^ll be censtderad 
“valid'^ and entered into the sweepstakes drarwirig, Entries must be 
rocehted (lotater than lira(V97. DiirKnsion Publishing (DP) is not rospon- 
sit3le for Idet, tate, mutilated, llleg^btep incomplete or misdirected entries. 

2. Prizes: Ten (10} winners will receive a compieto library of all the 1997 
Gold and Platinum PlayStationgames, as rated by the oddora at 
PSEjclreme (approjrimate retail value of SSOD.OO). DP reserves tlw right 
to sutjstilute prize Of equal value rf prize Is unavaltabk^- Prtees are rrofh 
traoBferablo and no substitutions allowed. 

3. Winners: Winners will be determinod by a single rarkdom drawing of all 
valid entries received by the Sponsorst whose decisions are final. 
Drawing to be held on or about 10/1/97. Winners shell be notified by 
mail. 

4. Odds of Winning: The odds at winnhng dcyiend on number of valid entrlaa 
roceivod^ 

5. Eligibility: Promotion open to residertts of United States only. Return of 
any prfcze/pHlzc notification as undeliverable will result In disquairlTca- 
tion and an altamate winner vrih be selected. Winners may bo reqiubi^ 
to sign an afhdavit of ehgibiiHy/reiease of riability/^»i»aocoptatice wt^ 
in 7 day s of ref:eipt or foiieit prize, ff the winner is a minor, then prize 
win be awarded to parent or legal guardian. By acceptance of prizo, w^ 
nera agree to the use of their name anebor likeness for purposes of 
advertising, trade, or promotion without further componsalton^ unless 
prohibited by law. Employees of DP and their fsmhiea are not oligibi^. 
DP is not responsible for any damages, taxes, or mtpensea that winner^E 
mfghi Incur as a result of this sweepstakes or receipt of prttefi. 

6. Winners Usb Toobtain a Fist of winners, send a stamped, seti-^ddressed 
enveiope to Readers Survey. Winners List, CHmenston Publishing, 117S 
Chess Drive. Suite E, Foster City CA 944W. Bequasts lor winners list 
must be received by 1 CVl/97. Allow 6^ weeks for detiveiry of winners 
Hst- 

7. Reslrictions: Void where prohibited or restricted by iaw. 


WIN BKj WITH PSEXTREME 

HERE'S HOW! 

Just fill-out the Reader Survey Card below, send it in, and you are eligible to win our Grand 
Prize drawing. What's the Grand Prize? How about a complete library of all the 1997 Gold 
and Platinum PlayStation^'^ games, as rated by the editors of PSExtreme? That's a lot of 
booty, and there will be more than one winner! That's right, 10 lucky Reader Survey Card 
Filler-outers will each get the entire collection and they will be featured in the January, 

1998 issue of PSExtreme, along with the 1997 Extreme Awards for Excellence in Gaming. 

Let's get busy... send the card in today, and win all the games that are fit to play! 


FILL THIS 
OUT! 
SEND IT 
IN! 


WIN, 

WIN, 

WIN! 



Name: _ 

Address: ^_ 

City: State: Zip: ^ 

What is your age? 

Sex? _ 

Your marital status? U Married J Single 
What is your profession?_ 


What is your highest level of education? 

LI High School □ College LI Advanced Degree 

Your current income? 

□ 0-25,000 U 25,000-50,000 J 50,000-75,000 

□ 75,000-100, 000 U 100,000-h 

How many PlayStation games do you own?_ 

How many games do you plan to buy this year? _ 

What other systems do you own?_ 


Where do you purchase PlayStation products? 


Do you rent games before purchasing? 

□ Yes □ No _| Rarely 

Do you purchase game specific strategy guides? 

U Y(\s LI No J Rarely 

Do you own a Pentium based PC with CD Rom? 

□ Yes □ No 

Do you purchase PC games? Li Yes □ No □ Rarely 
Do you own a 3D accelerated video card? 

U Yes LI No 

Are you on the internet? LI Yes □ No 

What types of games do you regularly purchase? _ 


Do you own any PlayStation peripherals. If so, which 
ones? 


How long have you owned your PlayStation? _ _ 

What other magazines do you read for PlayStation 
information? 
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Pledge s^n.d me: _| 12 Issues of PSExtreme for only ^19.9S 

my Bandicoot Officwtl 

Strategy duide. (add iLSe ^ h^bdlittg) 

J CKeck or money order enclosed. 

Bill my ! J Vi^a J Mastercard 

C!ard _ 


Make checks payable to: 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 

Mexican and Cartadian orders $39.95 for sub- 
senpfions plus $3.50 shipping & handiiiig. 
Foreign orders caff tor pricing. 

Affovv 6-8 weeks for deiiYery. 





fiet a f!R^^ copy of (!ra$h Bandicoot; 'fhe Official $trate^y 
(iviide when you subscribe to the Best, the only, monthly 
dedicated PlayStation'" ma^axine — PSExtreme/ 






To order by phone 
call: 


( 415 ) 372-9767 
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All Gaming 

Industry 

LINKS At 

One Web 
Site! 




www.vgoicom 


Check out our 
Homepage Contests! 


What the 
Industry thinks. 

“VGOL boasts a compre¬ 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong.” 

-Net Guide, 

Gold Site Award Winner 

“Top Five Web Site” 

-PSX Editorial Staff 

“3 Star Rating” 

-Yahoo Webhead 

“A comprehensive and well 
designed data base of 
distributors, developers, 
manufacturers, new releases, 
trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 
up to its claim.” 

-Webcrawler Select 
Editorial Team 

“Excellent as a Web 
Integrated Strategic 
Environment” 

-WISE award, presented by 
Mansfield & Associates 



PUBLISHED BY SONY — DEVELOPED BY SQUARESOFI 




Time for some brutal honestly, gang; 
reviewing Final Fantasy VII is as futile as 
selling fridges to Eskimos (er, I’m sorry, the 
"warmth-challenged" — I’m constantly strug¬ 
gling to be politically correct). I could fill this 
space with a manifesto on ‘80s hair bands 
(Dokken and Kajagoogoo were SO underrat¬ 
ed) or public nudity (all for it, as long as 
it’s limited to supermodels), and the only per¬ 
son who’d notice is Susan "Skeetch" Winding, 
PS Extreme’s long-suffering proofreader. The 
prerelease hype has been building for near¬ 
ly a year, of which this magazine has played 
no small part. We already know the game sold 
nearly three minion copies in the first month 
of its Japanese release; we know it cost an 
astounding $45 million to make; we know 
it rocks. Now we wanna play it in English. So 
let’s ask the bi^er question: WiU Final Fantasy 
vn be able to cross over from the ever-pre¬ 
sent " RPG Cult" and establish RPGs as a 
major niche, alongside fighting and racing 
games? You bet your sweet bippy it will. 

The storyline focuses on Cloud Strife, a 
former soldier for the Shinra Electric Power 
Company, a mega-corporation which also hap¬ 
pens to rule the world. Shinra is slowly suck¬ 
ing the magical Mako energy out of the earth 
and, as you discover not too far into the game, 
using it for highly naughty activities. Cloud 
has now joined with Avalanche, a group of 
rebels determined to stop Shinra’s plunder¬ 
ing of the planet. The game’s opening sequence 
has Cloud, and a ragtag team of Avalanche 
rebels, blowing up a Shinra energy reactor 
— an excellent way to bring the player into 


the action and introduce the game’s charac¬ 
ters. Cloud starts off a bitter and jaded mere, 
but, as the game goes on, his attitude shifts 
as he meets new people and travels to an 
astounding number of places — hey, if a game 
ships on three CDs, there BETTER be plen¬ 
ty of locations — from a tropical jungle to a 
futuristic slum to an amusement park which 
features several mini-games within PP7. Sony 
and Square estimate about 40 hours for a 
veteran RPGer to finish FF7 and 50 to 60 
hours for a newbie, and they’re right on the 
mark. 

Along the way, FP7’s turning, twisting 
plot introduces unique characters (ten of 
whom are playable) and tackles such sophis¬ 
ticated topics as prostitution and mass mur¬ 
der. The game is never particularly hard, and 
the puzzles and strategies are few, so the 
emphasis is on the story — both the cen¬ 
tral thread with Cloud and the many subplots 
which develop during the quest. The irre¬ 
versible death of one of FF7’s central char¬ 
acters sent such shockwaves through the RPG 
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Cult that an Internet petition was circulat¬ 
ed asking Square to let her be restored to life 
in the U.S. version — an amazing sign of 
the game’s emotional impact. And to Sony’s 
credit, they didn’t pull a Nintendo; nothing in 
FF7 has been censored or softened. 

The in-game graphics brilliantly combine 
hand-drawn/CG two-dimensional artwork with 
three-dimensional polygon characters. The 
amount of detail in the 2D artwork is astound¬ 
ing; these aren’t mere graphics, they’re works 
of art scrolling across your TV screen. The 
3D characters obviously can’t match the 2D 
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rate (whicli wasn’t bad in the Japanese ver¬ 
sion), and, most insanely-great of all, two 
new quests and bosses. 

At this point, I’ll shift into devil’s advo¬ 
cate mode and throw a bit of cold water on 
all this fun. Won’t players seduced into join¬ 
ing the RPG Cult be invariably disappomted 
with other HPGs, since there’s nowhere to go 
but down after this? I mean, something like 
Beyond the Beyond looks like (even more of) 



The truth is, Final Fantasy Vll is a freakin^ masterpiece* 
The detail of the graphics, and the huge amount of 
artwork, is astounding* The storyline, while occa¬ 
sionally clunky, is still amaxingly rich. The combat 
scenes are a joy to behold* The music is wonderful. 
It's the greatest RPG of all time, rt% a milestone in gam¬ 
ing history, it's a testament to the power of the 
PlayStation* Buy it, live it, love it. 


(to members of the RPO Cult, 

that is) game composer Nobuo Uematsu has run. “ Any pointers on memory cards while 
written over 100 songs that not only sound you’re breaking through the fourth wah, dude? 
awesome, but brilliantly set the mood. But I’mjust being a whiner. The truth is, 
(Besides, no way in hell you’re going to fit Final Fantasy VH is a freakin’ masterpiece. 
100 songs on three CDs.) The sound effects The detail of the graphics, and the huge 
are nifty-keen nothing outstanding, but amount of artwork, is astounding. The sto- 
definitely atmospheric. lyline, while occasionally clunky, is still amaz- 

At press time, Sony reported several ingly rich. The combat scenes are a joy to 
minor additions and changes to the U.S. ver- behold. The music is wonderful. It’s the great- 
sion: slight upgrades to the visuals of the est RPG of aU time, it’s a milestone in gam- 
mini-games, simplification of the menu ing history, it’s a testament to the power of 
screens, a slightly lower monster-encounter the PlayStation. Buy it, live it, love it. 
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Out of nowhere comes a game so good, 
and so demographically correct, that it is 
hard to believe that Virgin, Disney Interactive 
and Eurocom (the developer) were able to 
keep it a secret — Hercules! Hades has indeed 
frozen over, as a game licensed from a film, 
with absolutely no hype and no indication 
that there was even going to be a product, 
makes it to market within a week of the 
movie's release! (The game is shipping as I 
write this review.) 

Hercules is 10 levels of classic side-scroll 
action/platform gameplay, with a ton of 3D 
special effects and levels thrown into the mix. dodge obstacles, pickup objects (health, free 
The game features high quality sprite ani- guys, letters, etc.), run up and down steps, 
mation, as you would expect from a game jump, choose the fork in the road and make 
with the Disney label on it, and cinematics it to the end. Besides jumping, you also con- 
straight from the movie. TTie package is pure trol the speed of your Hercu-car, but can 
quality from start to finish. You begin with never slow the level to a halt. With the excep- 
basic training, where you learn how to throw tion of a level where you are riding Pegasus, 
a punch, use your sword, with its various and the three boss levels (more about those 
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later), the four other levels, "Centaur's 
Forest," " Big Olive," " Cylcop' s Attack," and 
" Passageways of Eternal Toiment", are equal¬ 
ly divided between side-scroll action and " dri¬ 
ving. " 

Graphically, the game is beyond impres¬ 
sive. The levels really come alive with a 
tremendous amount of animation — it seems 
like everything on screen is moving most 
of the tune. The character animation is sprite- 
based and character movement and the high- 
quality backgrounds look like they were lifted 
directly from the movie. The look of the game 
is beautiful throughout, with a few levels that 
stand above the crowd. "Hydra's Canyon" 


power-ups, jump and crunch (a variation of 
the often-duplicated butt bounce), pickup the 
letters H-E-R-C-U-L-E-S (found in every level) 
and use the awesome super punch. You also 
learn how to use the paths that lead you into, 
and out of, the screen — one of the game’s 
best features, in that it makes Hercules stand¬ 
out from your standard 16-bit side-scroller. 
In addition, Phil (Danny DeVito) is by your 
side (or ear, as the case may be) to aid you 
in your training. 

From the training session, you are 
launched right into the first 3D level. The 
"Hero's Gauntlet" is essentially a driving 
game, with Hercules as the vehicle. You must 



































































































(a boss level) finds Hercules facing the multi' 
headed beast in real-time 3D. Each time one 
of the heads goes in for a nibble of Here's 
ear (" Tyson' s Canyon?"... anyone?), the 
player has the chance to lop off a head — 
and what a graphically pleasing sequence it 
is (see screen shots). Prom the 
side-scrolling side of things, 

" Big Olive" is gorgeous, with 
the ancient city of Thebes 
depicted in all of its m 5 rthical 
splendor. The player can go in 
and out of the screen, via the 


acters on-screen AM) have the ori^nal motion 
picture soundtrack complementing gameplay 
is just fantastic. Ah, the power of Disney. 

In terms of gameplay, there is really 
nothing new or daring to be found in Hercules. 
But character control is rock solid and all of 
the classic action/platform moves are car¬ 
ried out to near-perfection. My complaints, 
few as they are, lie in "Titan's Plight" (the 
Pegasus shooter level), where the limited 
viewing area hinders your ability to antici¬ 
pate airborne trouble — short of rote mem¬ 
orization, it is difficult to feel success in this 
level, and in the ease with which you can 
dispatch of Hades in the game' s climax (on 
Medium difficulty). Other than these com¬ 
plaints, the game offers many secrets, clear- 





path to another, and the artists' 
take on the architecture of the 
period (obviously this goes for 
the movie as well) is top notch. 

Lastly, " Cyclop' s Attack" 
throws eveiything but the Ming 
vase at the player, as you run, 
jump and, most importantly, 
avoid the city of Thebes as it 
comes tumbling down under 
the weight of the Cyclops. 

Columns crumble, sections of the street turn 
into sink holes and huge boulders head 



ly defined goals and many reasons to keep 
on playing, then come back and play again. 


straight for Hercules — as a steady stream I never thought I would find myself play- 




of Thebians come stampeding toward you... 
veiy cool stuff. You could take this one level, 
make an arcade game out of it, and have a 
monster hit. 

Before we get to gameplay, I have to men¬ 
tion the soundtrack and voice. I don't know 
that this is a first (someone will have to write 
in and jog my memory), but to have the orig¬ 
inal voice-over actors representing the char¬ 


ing another side-scrolling action game, but 
Hercules has made me rethink the whole 
2D/3D barrier. It just goes to show that, with 
thoughtful game design and a focused atten¬ 
tion to detail, a completely fresh product can 
come out of a school of thought that seemed 
to be growing stale. Hercules looks like Gold, 
plays like Gold, and will appeal to all ages 
and every member of your family. 

Dave 


COMPATIBILITY 


Player 

i 


I never Hiou 9 ht I would find myseff ploying onoth^ 
er side-scrolling action game^ but Hercules has made 
me reHiink the whole 2D/3D barrier,. It just goes to 
show that, with thoughtful game design and a focused 
attention to detoil^ a completely fresh product con 
come out of a school of thought that seemed to be 
growing stale. Hercules looks like Gold/ ploys like 
Gold/ and will appeal to all ages and every member 
of your family* 




































































































































PUBLISHED BY VIRGIN — DEVELOPED BY RADICAL ENTERTAINMENT 
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After more than o year of ^'tweokiog" the orig- 
mal/ we had hoped for more from Radical and 
Virgin. Having seen the future of hockey video 
games, we con safely soy that what was once 
near the top of the hockey hill, NHL Powerplay 
98, has now fallen to o more peasontry level. 


1or2 

Players 


ers, sticks, helmets, and pads will be 
included. There’s full or limited sea¬ 
son play, exhibition games, and a 
World Tourney. The game is not as 
glitzy as an EA product, but more 
straight forward like that of the Sony 
series, meaning the interface 
is quick and easy to^ get into. 

The ’98 version, as men- 
tioned above, now supports fcgjji 
stats tracking in S5 differ- 
ent categories, and allows 
you create and trade play- 


and watch one go into the net. 
Crushing guys into the net is always 
a great feeling, but you can only get 


weaknesses in NHL Power- 
play 98, the one fatal flaw is 
that of the solitary camera 
angle. Wow, the camera is by 
no means stationary, as it 
will follow the play of the 
game (from a slightly 
perched view) and even 
zoom in for a^split second 
now" and then, but the angle 


itself is just too high to see all of the 
action. The polygonal players and rinks 
"^ll look fantastic, but the only time 
you can appreciate this attention to 
detail is when viewing the game from 
the instant replay mode. All of the 
motion capture that went into the 
goalie dives and cover ups, the sweep¬ 
ing slap shots — all of it is missed 
from the sin^e camera. For that mat¬ 
ter, it’s pretty darn impossible to see 
the puck half the time, let alone try 


the “real” satisfaction of a bone jar¬ 
ring hit if you can SEE it. Otherwise, 
it’s just something else going on down 
on the ice. 

After more than a year of “tweak¬ 
ing” the original, we had hoped for 
more from Radical and Virgin. Having 
seen the future of hookey video games, 
we can safely say that what was once 
near the top of the hockey hill, WHL 
Powerplay 98, has now fallen to a 
more peasantiy level. 



MulEiTap Adaplahle 


1-8 Players , 







1 

J 




1 




































































































PUBLISHED BY WORKING DESIGNS DEVELOPED BY TAITO 


Just when I start to believe that iny life 
is destined to be cruel and unusual — i.e., 
my puppy' s unprecedented-in-dog*history 
lack of bladder control 


something won¬ 
derful happens, i.e., Working Designs starts 
making games for the PlayStation. For those 
of you unfamiliar with the company, they've 
been importing the best games from Japan 
and translating them for the U.S. of A. since 
the "heyday" of the NEC TurboGrafx-16, 
their inaugural system, back in the late ’ 80s. 

And while Working Designs is most beloved 
for their hilarious-yet-emotionally-rich, trans¬ 
lations of role-playing games, they shipped siles (very satisfying) or lock on all your 
a few action titles back in the TG-16 days, missiles to a single enemy (usually a boss) 
and they wanna do it again. Hence, the and do wicked damage. Enemies which aren't 
launch of their new Spaz label (motto; at your altitude can be whacked with the 
" Twitch Games — Nothing Else!") to bring lock-on missiles, so there's much strategy 
over the best Japanese arcade games ignored involved in watching the background (to 
by silly American pubhshers. Raystorm is destroy ships before they come "up") as 
the first fruit to spring from Spaz' s loins, well as what' s in front of you. It' s amazing 
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and it's a juicy debut that kept me massively how much the lock-on system adds to the 



gameplay; instead of taping down the X but¬ 
ton and dodging enemy fire, you have to 
learn good attack techniques. It's, kke, strate¬ 
gic or something. My only gameplay whine? 
Sometimes the screen is so busy that you 
aren't quite sure where your ship is or where 
the enemy bullets are, which leads to a few 
unnecessary deaths. No big whoop. 

Now then, we know that most shoot¬ 
ers have the problem of being over too quick¬ 
ly (i.e., "I paid $50 for a game I beat in three 
hours? Where's my machete?!"). Raystorm 
does not have this problem, thanks to two 
modes of play; Arcade Mode, which is 100% 


entertained when I wasn't cleaning up pools 
of dog pee. 

Screw the plot, as I say in every shoot¬ 
er review, let's go to the gameplay. Raystorm 
offers a choice of two " R-Gray " ships (and 
one- or two-player simultaneous action), each 
with visually unique laser attacks and a 
"lock-on" missile system. There's a tar¬ 
geting cursor in front of your ship, and when 
you move it over an enemy, it's locked on. 
When you press the missile button, the mis¬ 
siles track down and smash into all targets. 
This allows you to lock onto and destroy mul¬ 
tiple targets with a single volley of mis- 
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almost want to reach into your TV and touch 
them. (Kot recommended, hy the way.) There 
are a few spots of slowdown when the action 
gets intense in the two-player mode, but 
there' s almost none in the one-player mode. 
The one thing that doesn't look gorgeous are 
the slightly pixelated boss explosions—but, 
geez, what does that say when I have to 
reach like that to find a visual flaw? And 
here's the scaiy part: Raystorm looks even 


better in motion than it does in screen shots. 



Friends, Romans, and countrymen, I give to 
you my highly opinionated closing pa rag raphi 
Raystorm (s a solid-gold game and a spec- 
tacular debut for the Spaz label* With its enve¬ 
lope-pushing graphics and loads of longevity, 
this is one of the best shooters ever made, and 
one of the very few worth buying instead 
of renting. 


iW.'n 


faithful to the coin-op on which this game 
is based, and Extra Mode, which has new 
enemies, new bosses, new options, new sound 
effects, a higher overall difficulty, a new 
soundtrack, and a new ending. It's not exact¬ 
ly two shooters in one, but the two modes 
are definitely so different that 
each is a unique experience. 

There are other ways in I 02^ 
which Raystorm provides max- I 
imum value for your fundage. I 
To discourage rotten cheaters, I 
if the continues or lives are 
cranked too high, or the diffi- 
culty level is dropped too low, 
you can't play all the way 
through the game. (In a shoot- 
er-genre first, Raystorm lets you 
adjust the individual difficulty 
for each of the game' s eight lev- I 
els.) And maybe the best rea- I 
son to play the game over and I 
over: Working Designs is spon- ■ 
soring a contest where the per- 
son who earns the highest score 
gets a check for ten thousand smackers. 

Financial incentive is good! What puts 
Raystorm 28.6 miles over the top is its 
uncanny 3D graphics (which are also used 
for the intro and intermission scenes — 
we don't need no stinkin' FMV). Nothing is 
rough or unfinished. Everything is polished 
and smooth and detailed and lovely. There's 
no polygonal breakup. The texture maps are 
perfect. The explosions and laser beams glow of longevity, this is one of the best shooters 
with the intensity of a neon sign. The back- ever made, and one of the very few worth 
grounds have such a feeling of depth you bu 3 dng instead of renting. 


The synthesizer music is good, but I 
think an old-school orchestral Star Wars-ish 
score would have been the perfect match for 
Raystorm's amazing visuals. (There are two 
soundtracks, one for Original and another 
for Extra; the Extra track is better and more 


,ee$5 STAR#. 


upbeat.) The sound effects are also very 
good, but not great. When you're staring at 
pixels this pretty, I guess the sound is doomed 
to be overshadowed anyway. 

Friends, Romans, and countrymen, I 
give to you roy highly opinionated closing 
paragraph: Raystorm is a solid-gold game 
and a spectacular debut for the Spaz label. 
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The good news: this is our 
September issue and we are review¬ 
ing MLB 98 (compared to last year 
when MLB Pennant Race wasn’t ready 
for review until our December issue). 
The bad news: EA Sports, Interplay, 
Acclaim, and Virgin have all released 
their baseball games at least three 
months earlier Ok, so maybe it’s not 
so much of a bad thing if Sony is able 
to come in with the biggest, baddest, 
baseball game yet... read on and you’ll 
find out. 

The first thing you wiU notice with 
MLB 98 is that the guys at Sony San 
Diego have done away with the sprite 
based characters, and replaced them 
with polygonal players that are real¬ 
ly well defined (although they didn’t 
get the names on the back of the jer¬ 
seys) . The animation of the batters is 


down with a throw from his knees. Or 
another one of my favorites, the sec¬ 
ond baseman jumping over the clod 
trying to break up your double play, 
and firing a pea to the big guy at first. 
And let’s not forget the left fielder going 
high over the fence (or actually climb¬ 
ing it) to rob cJr. of another dinger Did 









very smooth — there is 
no herky-jerk or chop- 
piness to the stances and 
swings, and you get a 
real good feel for the ball 
coming off of the bat. San 
Diego also spent a great 
deal of time in the ani- 
mation department, as 
there are thousands of 
frames of animation in all of the field¬ 
ing, throwing, running, pitching, and 
hitting. For me, this is the best part of 
MLB 98 —just wait until you see the 
third baseman gun Ricky Henderson 


I mention hook slides or 
pop-up slides? Although 
^ these can be a bit tricky 
• -iW getting the hang of (gotta 
JjiilJi use the L1/L2 pads), the 
visual rewards are well 
worth the efforts. San 
Diego obviously knew wbat 
EA Sports was able to do 
with Triple Play 98, and 
they met the challenge head on — in 
the animation department, anyway. 
As far as the stadiums are concerned, 
MLB 98 doesn’t measure up to the 
level of detail that can be found in 










































































































where you should stand if you want 
to catch the hall. Eliminating this aid 
makes catching or fielding a ball in 
the outfield as frustrating an exercise 
as there is in a video game. VR 
Baseball ‘97 still tops the list, thougti, 
when it comes to overall fielding. On 
the positive side, speed bursts, leaps 
and dives all help to make playing the 
outfield a little more respectable. 
Pitching is very similar to TP 98, but, 
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TP 98. In fact, it looks like the stadi- gameplay via the pitching and batting 
urns, for the most part, are the same icon is the best of the " big 3". Oh, 
ones used in MLB Pennant Race (i.e., and as far as a quicker game of base- 
Oakland hasn’t received the A1 Davis ball is concerned? MLB 98 averages 
facelift — or “big ugly concrete slab”), out to about 40 minutes a game, or 
MLB 98 gives you a big tease with the about 8 minutes less than VR and 
graphics — " hey, check out 
those players amazing!”, 
and then a little later it’s, 

“what’s up with the ball¬ 
parks?" . 

Ok, so let’s move on 
over to gameplay, shall we? 

I like to start with fielding, 
because defense is the name 
of the game, bub. MLB does 
a great job with the infield¬ 
ers being able to react to 
line drives, pop-ups, and 
their ability to turn two. 

Leaping and diving are as 
easy as a quick tap of the 
triangle or x button, and the 
players don’t over animate 
(like in TP 98) to the point 
where guys are safe on routine 14 minutes less than TP. 
grounders. Unfortunately, close plays When all is said and typed, MLB 
at first base will not be seen because offers up a solid baseball simulation, 
the camera (in low modes 1 &?g) does- and the best all around game to be 
n’t get over all the way to the right, found on the Playstation. VR Baseball 
so you end up hearing “out!” and then '97 offers the best control, Triple Play 
seeing the first baseman standing 98 wins in the best dressed depart- 
there a second or two later. The out- ment, but MLB 98 is hands down the 
field, on the other hand, is ok in stan- best overall game of baseball due to 
dard fielding aid mode — you know, the quality animations, succinct pitch- 
the big shadow thing reducing in size er/batter interface, and the multitude 
to a small shadow that marks the spot of gameplaying options. 
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When dll Is said and typed, ML& offers up a solid 
baseball simulation, and the best all around game 
to be found on the Playstation. VR Baseball '97 
offers the best control. Triple Play 98 wins In the 
best dressed department, but MLB 98 is hands 
down the best overall game of baseball due to 
the quality animations, succinct pitcher/batter 
interface, and the multitude of gameplaying 
options. 
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PUBLISHED BY STUDIO 3D0/CYCL0NE STUDIOS - DEVELOPED BY UNEXPECTED DEVELOPMENT 



For those of you that just can’t get 
enough of the futuristic sports thing 
(you know, the hockey meets soccer 
meets Armageddon thing), Acclaim is 
re-introducing one of the more orig¬ 
inal 3D0 titles for the PlayStation. 
Battlesport joins a veiy crowded field, 
already inhabited by Pitball, League 
of Pain, Ballblazer Champions and 
Blast Chamber. So, if originality is the 
goal here, Battlesport may be in trou¬ 
ble already. That being said, Battlesport 
has been dusted off and polished up 




for its debut on the PlayStation and 
hopes that it has what it takes to chal¬ 
lenge the king of this categoiy, Lucas 
Arts’ Ballblazer Champions. 

OK, so what makes this futuristic 
sports title different from all of the 
rest? The main thing is that you use 
a hovercraft to motor around the are¬ 
nas and you can maneuver above the 
arena, looking down on the playing 
field. Other than that, it’s very simi¬ 
lar to its PlayStation predecessors. 
You start the game off by choosing 
your hovercraft. Each has its own 
characteristics for speed, maneuver¬ 
ability, shot handling, missile accu¬ 
racy, to name but a few. Once you’ve 
got your hovercraft selected, you then 
choose your opponent who is also 
ranked based on his abilities. From 
there, you move onto the playing field, 
where you can compete in one or two 
player mode, exhibition or tourna¬ 


ment. I spent most of my time in the 
tournament mode, as you get to bat¬ 
tle all of the ranked contenders one 
at a time, in a best of three, five or 
seven game series. 

The matches take place in a vari¬ 
ety of different arenas ranging in size 
and environment. Each arena is scat¬ 
tered with multiple power ups that 
include shield restoration, cloaking, 
cash (which can be used to purchase 
better vehicles), double damage, air¬ 
borne ablUty and many others. In the 
center of the arena is the goal which 
takes on different shapes depending 
on the arena you’re in. The shapes, 
range from a rotating 2 sided goal to 
your basic four sided square that 
allows you to score from any side. In 
addition to scoring, you’ll also need 
to take care of your opponent. For 
this purpose you are given lasers and 
missiles to destroy him with, while 
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■ " It - mM ■ basic problem is that you are set in 

I. ■ m ■ ® 1^ ^ a hockey type of environment, but 

!■ ® I supposed to move a hovercraft 

would a hockey puck. Guess 
IHP^ what, it doesn^t work! The fast pace 

I^Sr game required to beat back 

I Jr I your opponents in the more difficult 

1^ I i®vels reaks havoc on your accuracy, 

. and as you slow down to score, you 

get wasted. After extended periods at 
■*****••*•■■• the controls, this becomes very frus- 

trying to score at the same time, trating and ultimately makes you 
Besides the goal in the center of the want to put the game down. The flip 
arena, there are also a number of side of this, however, is that the game 
objects to bank shots off of (these instantly becomes a strategy game, 
really come in handy in some of the If you look at it as such, you won’t be 
more advanced matches, as your strata as disappointed, 
egy will be tested to the 
fullest) or hide behind. That 
pretty much sums up the I m 
mechanics of the game; it’s I PSEX 
time to take a look at the I 02 
gameplay. I 

The visual presentation I 
is much more polished than I 
the 3DO version; however, , 

not as clean as some of the 
more recent PlayStation 
titles. If you get too close BB|BB|| 
to some of the objects, they B 
break apart into big poly- B j 
gon smears, and the faster B ^ 

you travel, the less defini- B 
tion the arena has, making B 
it much more difficult to 
target the goal and your 
opponent. One HUGE complaint about 
the presentation, is being limited to 
one camera angle. If you were able to 
see from behind the hovercraft, the 
game would improve dramatically. 

From a play mechanics stand 
point, Battlesport gets mixed reviews 
here, as well. The basic control is sim¬ 
ple enough and works well in the 
beginning stages, but as you progress 
into the more advanced levels, the 
control becomes tedious at best. The 


A dMmt«d 
F«d«fAtion mariin<d^ 
Bficic is s bdd mmi, 
H*tMi es 
persons v^llh t\\% 
tar« tends, ind N 
Is biwftys fMdy fb: 
whCMV«rls nittL 
MAyb4 ybtj? 


ALLOtfiS USm TO SEE GLOMEO OSJECfa 

DURAIKHt GAIIE 


X = iiems YouVt Selected 


So, what’s the bottom line you 
ask? Well, how about the positives 
and negatives pretty much wipe each 
other out and we’re left with a fair¬ 
ly average title. Battlesport lacks the 
sophistication of BaUblazer Champions 
and the aU out intensity of PitbaU. It’s 
not a bad game, just one that you 
won’t play for extended periods of 
time. If you’re into the futuristic sports 
titles, Battlesport is adequate, noth¬ 
ing more. 



Alex 
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PUBLISHED BY ATLUS — DEVELOPED BY QUEST 
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Here’s a game with a history that 
gives me a chance to show off my use¬ 
less knowledge of gaming lore — and 
trust me, being able to recite the names 
of eveiy Atari 2600 cartridge does HOT 
impress the ladies, (Licking your eye¬ 
brows, on the other hand...) Ogre Battle 
— the complete title is Ogre Battle Saga 
Episode 5: "The March of the Black 
Queen" — is a souped-up version of one 
of the most popular Super NES strate¬ 
gy/RPGs ever made, ori^nally published 
by Enix in 1993. The game sold out 
almost immediately, and because Enix 
never produced more carts — it’s too 
expensive for all but the biggest game 
companies to manufacture a second or 
third batch of cartridges — it quickly 
became a hot commodity: used copies of 
Ogre Battle sell in the $ 100-$200 range. 
It takes something VERY special to inspire 
such insane prices among game players, 
and Ogre Battle has it: an amazing 
amount of strategy, quests, secrets, and 
detail. 

The stoiyline is this. You’re the leader 
of a small army going up against Rashidi, 
a very bad man who killed nice old King 
Gran and has joined up with the equal¬ 
ly wicked Empress Endora to form a tag- 
team of terrorism. Your goal is to work 
your way across the Zetengenian Empire, 
rallying leaders and their armies (who 
range from ninjas and samurais to 
knights and dragons) to join you in your 
struggle against the nefarious duo. In 
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each of the game’s 30 scenarios, you 
have to scour the landscape for hidden 
cities and buried treasure, fight Rashidi’s 
heinous forces, liberate oppressed towns 
and temples, manage your finances, main¬ 
tain your personal reputation, and con¬ 
stantly supervise your multitude of 
armies. You also have a deck of tarot 
cards whose ma^c can substantially help 
or hinder your quest. 

There’s no way to touch on all the 
gameplay elements, but here are many 
tasty examples. #1: You have a budget 
affected by the number of towns you’ve 
liberated and the number of armies 
you’ve sent to fight. Dispatching an army 
costs bucks — the stronger, the costlier 
— so you need to keep a delicate balance 
between troops and towns. #2: You can’t 
let your leader fight too much; he takes 
the experience (and glory) away from 
the other soldiers, which causes his 
charisma and reputation to drop. Keeping 
both stats lugh is VERY important as you 
go through the game and try to bring 
recruits — including enemy bosses who 
you’ve defeated — into the fold. #3: There 
are almost 80 character types, and you 
can have your characters change class¬ 
es when they get enough experience 
(Fighters turn into Knights, Amazons 
become Witches, et cetera). #4: There are 
so many secrets — including hidden items 
and levels — that even a combat-deco¬ 
rated gaming veteran will invest a good 
60 to 70 hours of his life to reveal them 
all. #5: There are a whopping 12 end- 
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strategies but, otherwise, your army 
fights on its own, which means it’s cru¬ 
cial for you to pair up the right soldiers 
beforehand. The visual effects of the 
spells and weapons are KIDJDA cool, but 
never elicit wows; a fireball here, a gust 
of wind there. The animation is similarly 
good-not-great. 

The soimd effects are average in the 
combat sequence and just plain goofy on 
the map screen, with weird sound bites 



I can see why Ogre BatHe Inspired a cult fallow¬ 
ing — there's just SO much to be discovered and 
messed with — but a little complicated and occa¬ 
sionally confusing to ctppeol to many folks outside 
the role-playing realm« If you want an RPG strong 
on stary-telling^ go with FF7 or Wild Arms; if you 
prefer an emphasis on battle strategy and toc^^ 
tics. Ogre Battle is perfect 




(" Find out!") triggered when you enter 
towns or uncover hidden stuff. The down- 
beat, understated musical score nicely 
creates a deep mood, and rarely becomes 
repetitive. These aren’t tunes I’d listen 
to outside of the game, but they work 


ings, which launches the replay value 
into high Earth orbit. 

Ogre Battle starts simple and gets 
harder as you go, with tougher enemies 
and (much) bigger maps to explore. 
Fortunately, you can save at any point 
during a stage, whereas the 
Super INTES would very cru- 1 ■mbH 
elly only let you save I 
between levels. The controls I 
are a little complex, but I 
quickly learned. The En^sh- I 
translation duties at Atlus I - 

were handled by, conve- I 
niently enough, the same guy I 
who handled the job for the I 
originai Super WES cartridge. I 
Alas, he hasn’t done a flaw- I 
less job; there are still a sig- I 
nificant number of typos and I 
a few awkward Jap-Ush sen- I 
fences here and there. I 

Ogre Battle’s graphics I ^ 
are obviously better than the I —nnjiiii 
Super WES, but not up to the 
PlayStation’s potential. Quest hasn’t con¬ 
verted everything into 3D, but instead 
merely touched up the SD SNES visuals. 
It’s actually refreshing to see two-dimen¬ 
sional graphics in a PlayStation game, 
but everything seems a little dark, espe¬ 
cially the combat sequence. Speaking of 
which... As in the SWES version, combat 
(which takes an uncomfortably long-ish 
time to load) takes place on a giant book 
(?) viewed from an angled-overhead per¬ 
spective. You choose from four battle 
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very well WITHIN the game, and that’s 
what matters. 

I can see why Ogre Battle inspired 
a cult following — there’s just SO much 
to be discovered and messed with — but 
it’s a little complicated and occasionally 
confusing to appeal to many folks out¬ 
side the role-playing realm. If you want 
an RPG strong on story-telling, go with 
FF7 or Wild Arms; if you prefer an 
emphasis on battle strategy and tactics. 
Ogre Battle is perfect. 

Zach 
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PUBLISHED BY EA — DEVELOPED BY BLIZZARD 


The thing I hated most about WarCraft 
2, on the PC, were the dreams I'd have. As 
psychotic as it may sound, I' d find that 
playing for an hour or two right before 
going to sleep would result in my having 
"WarCraft dreams." My little ores would 
be lost and leaderless, milling around in 
confusion while I could only watch. My vil¬ 
lages would be sacked, peons slaughtered, 
while my troops would be morphed into 
pigs or smashed by siege engines. Go ahead 
and laugh, but I know I'm not the only one. 
There' s nothing more piteous than hear¬ 
ing your peons ciy "We're being attacked'", 
while you can't even lift a finger. Sigh. 

WarCraft 2: Tides of Darlmess was one 
of the biggest selling PC titles of last year, 
staying on the charts for months. Being 
a huge fan of real-time strategy games, I 
spent weeks pla3dng the single player mis¬ 
sions, first as the ores, then the humans. 
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effect, crank up the gameplay speed, if you 
find your peasants to be a little too poky, 
and even turn off the mini-map, if it gets 
in your way. 

Additional auto-build and auto-upgrade 
features have been incorporated into the 
PS version, which allow you to concentrate 
on causing mayhem while units are auto¬ 
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The missions were unique and well con¬ 
structed and managed to eat up almost all 
of my free time. 

Now, PlayStation owners are fortimate 
enough to be able to take a crack at this 
great game. The PS port of WarCraft 2: 
Tides of Darkness is dead on, with the 
bonus of having the mission disk, WarCraft 
2: Beyond the Dark Portal, added onto the 
same CD. The combination of both Tides 
and Dark Portal, on one disc, means that 
there are more than 50 missions, with an 
additional 90 maps that you can customize 
to your own satisfaction. The slow pace of 
the fmst three levels teaches you the basics 
of resource management, troop command 
and building priorities. As you advance 
through the levels, you're constantly 
rewarded with a steady stream of new 
races, skills and technologies to utilize. 
Along the way, the challenge constantly 
ramps up, but at a fairly even pace for the 
skills you have mastered. 

WarCraft 2 starts to become more chal¬ 
lenging around the fourth level and real¬ 
ly takes off from there. A host of play 
options has been included, allowing you to 
adjust the game to your preferred style of 
playing. You can turn off the "fog of war" 


matically cranked out and built up back 
home. The familiar side panels have been 
moved around as weH, which gives the play¬ 
er a 30% wider field of vision to help spot 
oncoming troubles early. 

Unlike Command 8e Conquer, there' s 
not a huge variation in troops. Once you 
go through and learn how all the units 
work with one race, you' 11 find that their 
opposite brethren have remarkably simi¬ 
lar characteristics. The troll axe-throwers 
behave much the same as the eleven 
archers, ore peons mine like human peas¬ 
ants, griffin riders do as much damage 
as dragons, etc. I still find it very hard to 
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While PS owners who oiready have the PC ver^ 
sion will want to skip this tirie and pick out anoth¬ 
er (I suggest Wild Arms)/1 find that there's nothing 
as satisfying as sacking a town and burning it to the 
ground* With mouse control, multiplayer options 
and better computer Al, WC2 could have been great, 
but well just have to settle for pretty good* 


utilize magic in the heat of battle, but the 
computer has no problems, zapping you 
with ice storms or healing units at the drop 
of a hat. Oh yeah, the computer is extreme¬ 
ly cheap. This is an effort on Blizzard' s 
part to cover up for weak AI, both on the 
computer's side, and your own. You'll find 
your little peons wandering into enemy 
encampments without a care in the world, 
if you aren’t careful, while your valiant 
fighters calmly sit on their rear-ski' s and 
play poker as enemy troops march by ten 
feet away. It can be totally frustrating, 
especially when you' re trying to direct a 
number of units in a major offensive and 
the last two guys wander off in the wrong 
direction because they can't aH fit throu^ 
the village gates at the same time. The 
designers have compensated for the com¬ 
puter ' s relative stupidity by giving the 
opposing forces huge established bases, 
tons of troops, more gold than possibly 
needed and a "tech" level usually one high¬ 
er than yours. It doesn't sound hke much 
of an advantage, but the first time you run 
into Death Knights or dragons, it makes a 


big difference. 

The lack of smart AI does work in 
your favor, though. Usually, the comput¬ 
er is so dumb it doesn't know enough to 
rebuild certain vital structures when you 
destroy them. 

Make it a habit to pause 
your game every ten minutes 
or so and save to a new slot on 
your memory card. It's real¬ 
ly easy to get sucked into the 
flow of the game, forget to save 
for thirty or forty minutes, and 
then have the computer whip 
your tail. This common acci¬ 
dent has caused me to bash 
keyboard or hurl my controller 
on more than one occasion. 

There are a few major 
downsides to this version of 
the game. WarCraft was sim¬ 
ply not intended to be played 
with a PS controller. Moving 
the cursor around on the 
screen with the gooney D-Pad 
can get pretty frustrating, and the game 
offers no mouse support. Overall, the 
biggest loss to WarCraft 2 is the lack of 
multiplayer gaming. Even though the game 
has been around for over a year now, on 
the PC side, it' s still extremely popular on 
the internet. When you're up against the 
guy In the cubicle down the hah, or some 
dude in Kalamazoo, the game becomes 
much trickier. You' 11 never see the com¬ 
puter AI do something totally wacky, like 
bum-rushing a huge horde of peasants into 


your village to hack apart your Town HaU 
before you can react. While the PS link 
cable seems to have fallen out of style with 
the majority of developers out there, it 
would have been very cool to have the 
option to flog your buddy with your crush¬ 
ing skills. 

WarCraft 2: The Dark Saga is a good 
game, but not necessarily for everyone, 
especially on the PlayStation with the prob¬ 
lems mentioned above. It takes a good deal 
of patience to really get into. It is not a 
twitch game, but is a mature title with a 
slow, steady pace that requires thought 
and strategy. If you're a big fan of games 
like Command &? Conquer or Konami' s 
Vandal Hearts, you'll like this game. But, 


you should plan on investing a healthy 
chunk of your life, if you intend to sit down 
and go through each individual mission 
from start to finish. While PS owners who 
already have the PC version will want to 
skip this title and pick out another (I sug¬ 
gest Wild Arms), I find that there's noth¬ 
ing as satisfying as sacking a town and 
burning it to the ground. With mouse con¬ 
trol, multiplayer options and better com¬ 
puter AI, WC2 could have been great, but 
we' 11 just have to settle for pretty good. 


Chris 
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as it did the first time I saw T*HQ’s 
display at E3, The game is worth 
checking out just for the graphics. 

The gameplay is vei^ similar to 
most of the traditional racing games, 
as each aircraft has its own speed and 
handling characteristics, and 
each course requires a dif¬ 
ferent style of driving, to win 
the race. Outside of the tra¬ 
ditional hack and forward 
and up and down move- 
mentSj the planes can do, full 
360 degree rolls in either 
direction. It’s pretty straight 
forward, just step on the gas 
and go. The biggest problem 
with the control is trying 
to slow down to gaze at the 
scenery As in real life, this 
will always get you in trou¬ 
ble. As far as soxmd is con¬ 
cerned, there isn’t mi^ch. 

There is no commentary, just 
some inner plane chatter 
like, “hey, slow down”, and a serious 
lack of adrenaline generating tunes. 
All in all, with the exception of the 
speed, it’s a very sedate experience. 

After spending almost a week with 
this game, I can honestly say that 
Bravo Air Race is one of the nicest 
surprises I’ve had this year. The game 
is far from perfect; it’s a tad too short 
for extended replay value and the 
camera never seems to be in exact¬ 
ly the right place. A list of my rec¬ 


ommendations would read something 
like this: Make the levels progressive; 
earn cash with each victoiy to upgrade 




your aircraft (weapons might be a 
nice addition) and allow for a go any¬ 
where environment so you could find 
the fastest way through the different 
locations. That being said, Bravo Air 
Race offers an original twist on the 
traditional racing theme and backs it 
up with some of the most impressive 
graphics yet for the PlayStation. Its 
solid gameplay and blistering speed 
should appeal to a wide variety of 
gamers. 

Alex 
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98 - 100 % 

The ultimate gamiug 
experience. 


90 - 97 % 

“Must buy” games; each 
oariies our editor’s seal of 
approval. 


80 - 89 % 


Good games, but lacking 
in some area: for fans of 
that style of game. 


Tin ^mes are to be avoided 
at all costs. Only die-hard 
gamers would buy these. 


Mediocre titles that 
suffer from some serious 
flaws. Rent—don’t buy, 
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